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Variety | is s carta ira am e voehi in this E idaio cal game 
which'has surely gone far beyond what anyone ever expected, 
pc; = à beautiful program, an adventure of great imagination, with some 
superb progranaming techniques. 


it's nice to see a game that can match the quality and the style of the group. 
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Ocean Software Limited 
é Central Street, Manchester M2 5NS 
Telephone: 061-832 6633 Telex: 669977 Oceans G 





Spectrum Shops and all good software dealers: 


e 


4 = action and strategy — and thereare a number of sugr touches that will keep you on your toes. 


Ocean Software is available from: (BE), WHSMITH, : 
2.95 E ACER. WOOLHWOR TH, LASKYS, Rumbelows Greens 
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Elite Systems Limited Anchor House Anchor Road Aldridge Walsall West Midlands Telephone (0922) 55852 Telex 335622 SPETEL & 
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14 AN EVEN BIGGER GAME 
Taking a look at what the chaps at Mikro-Gen are up to 

with their add-on that expands the Spectrum's available 
memory. What are they putting into the extra K? 














































30 THE ELECTRIC PENCIL 
COMPANY 
We find out all about ZOIDS, how the Fourth Protocol 
came into being, and camp out in a cafe with two and a 

half members of the EPC and the Man from Martech. 







7 EDITORIAL 


j alia the indexes for this issue, and a few words om 
| | lastissue. 










18 NEWS INPUT 


A round up of recent developments of relevance. 


"36 COMING CLOSE TO THE OC 
| Work proceeds apace on the latest game from THE 
which is being created in Covent Garden with lin 
WORLDMAKER system. John Minson takes a watching 
brief. 







| 20 MERELY MANGRAM 
Freshly returned from his holiday, Lloyd looks atwlhat'sin 
the pipeline 


42 NODES OF WHAT? THE ODIN 


ILE 
Liverpool, The people at Odin, who brought you NODES 
are working on ROBIN O' THE WOOD. We visit them. 









45 CRASH FORUM 
More Lloyd, this time aided and abetted by your good 
| selvas. 






102 DESIGN DESIGN 
Part One of an in-depth exposá, penned by Graham Staf- | 
ford himsel 






59 PLAYING TIPS 
The Candyman continues his feud with Lloyd, while ofter- 
| ing you the latest batch oftips, hints and pokes together 
| with maps of ALIEN 8 and DUN DARACH. 






104 PLANNING YOUR FUTURE 


An interview with Rod Cousens, who had a great deal to 
| do with QUICKSILVA, SOFTAID — and is now busy again 
on a new project.... 





| 70 CRASH HOTLINE AND 
ADVENTURE CHART 









128 ON THE COVER 
This month we feature STUART HUGHES, who's fantasy 
and science fiction work has graced more than a few 


76 LLOYD MANGRAM'S HALL OF 
SLIME 
More gore and high score 






| 77 ADVENTURES OF JETMANM 
What's the Looney up to this munf? Find out now 









83 CRASH COURSE 
| Rosetta road-tests Turtle's latest adventure for the class: | 
room, and starts a mini-FORUM! 









28 ARE YOU A GAMELORD? 
Quicksilva sponsor a competition which will test your 

skills at playing GLASS. Hotographs and signed posters 
up for grabs 






85 TECH NICHE 
Part two of our look at BASIC compilers together with 
| Franco Frey's examination of THE ARTIST. 
74 FISHING WITH JACK CHARLTON 
“A chance to win an adventure holiday, amongst other 
things, by demonstrating your piscatorial knowledge 











| 91 ADVENTURE TRAÍL 
Derek casts his experienced eye over a quartet of Advent- 
ures this month, and enjoys playing with a balloon 










80 CARTOGRAPHY CORNER 
| ODIN goodie-bags on offer for the best mappers of 
NODES OF TESOD 






96 SIGNPOST 


Even more help and tips on adventuring, and the first 
SUPERHERO award is made 










100 DAMBUSTIN" 
US GOLD are oftering copies of their latest game, DAM- 
BUSTERS. Pilot your way to a prize 







| 116 RESULTS 


| More lucky winners in line for lovely prizes 







120 HIGHWAY CODE 
Easier than machine code. Vortex have modems on offer 
| to the winners of this Design a Sign competition 


The October CRASH hits the streets on 
26th September. Wait for it, waitforit.. 
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Joumey back to the 1930's and the glorious days of Station and the Clayton Tunnel, 





steam aboard the footplate of the powerful King Take the option as the driver with your Spectrum 
Arthur Class 4-6-0. quiding you along the right track, or try harder levels 
You can almost feel the heat from the firebox and smeil where you are the driver and the fireman, perhaps 
the billowing smoke when you thunder along the facing adverse conditions that could make you 
famous London to Brighton run. disastrously late! 

Using the footplate controls and gauges you will tow Realistic controls such às the reguiator controlling the 
the Pullman carriages from Victoria to Brighton in 60 flow of steam to the cylinders, the damper controlling 
minutes. Amy delays will ruin your timetable, so keep air flow to the fire, vacuum brakes and the fire doors. 
an eye on your stocks of water and coal — you can plus authentic moving graphics and sound, make 
check the efficiency of your coal bum by the density of Southern Belle second only to the real experience. 
the smoke. Your present speed, time and the position You have steam up, there's a strict timetable, the 

of the next signal for quidance are also displayed. Southern Belle is all yours. 

Wipe the soot from your eyes and peer out of the cab Now that was the age of the trainl 





to pick out the 24 stations as they rush by. Look out for 


other well known landmarks such as Battersea Power For all 48K ZX Spectrums. Price £7.95 









Sa 


mi Fi 
4 
Y Fo 1 = » 

E ] F. Eai 
a | 

na EA | | [dA 
Nu | " Lig 

-— 2 r É 


Hew30N 


COMNDULTANOS 


S&b Milton Trading Estate, Milton, Abingdon, Oxon, CHI S SRA 

















For mail order send cheque/postal order made payabie to 
Hewson Consultants. For credit card sales state your Access/ 












Heathena International 


Technielad Ta 
Pr Coches Peer 


te PO Ú : Rr Living Adventure Noris Simuianion 
Graphic Adventure Movie For all 48K Spectrums E5.95 Barclaycard number and enclose a specimen signature. For all 48K Spectrum 7:95 For all 45K Specuums 7.95 
For al 48 Spectrums: E7.95 ani Amswad CPC 464 87,95 Don't forget to include your own name and address. and Amstrad CRC 464 €7.98 and Amstrad CPC HA E7,95 





As part 0! our continulma development of innovative sofraare we are ahvays happy to evaluate soltuare sent DO us with a view to publication. 











PUBLISHER'S STATEMENT 


We apologise to any readers who may have had difficulty in 
obtaining a copy of last month's CRASH (August, issue 19) from 
their newsagent. Two days before the official “on sale” date, 
EMAP Business & Computer Publications gained an injunction 
to prevent distribution of the issue on grounds that there was a 
breach of Sinclair User magazine's copyright in four pages of 
the CRASH August issue. The pages were 123 to 126. Newsfield 
Publications was forced to comply with the injunction and 
recall all unsold copies from the retailers in order to have the 
four offending pages removed before redistribution could take 
place. This was duly done, but in the process it was inevitable 
that some copies should be lost and the issue go on re-sale late. 
We hope the inconvenience caused has not been too severe, 
but in any event, if you failed to get hold of a copy of the August 
issue, we have plenty of ready trimmed copies to send out and 
they may be obtained by using the coupon which appears on 











page 171 of this issue. 















 PONDERING PANDORA 
AND OTHER 128K 
CONUNDRUMS 


Sitting in Ludlow, waiting for 
summer and gathering stamina 
for the forthcoming Personal 
Computer World Show, we 
receive news of the launch of 
new machines almost daily. 
Word also reaches us about a bit 
of a squabble going on inside. 
Sinclair Towers... to do with the 
launch of a new 128K computer. 
A little whileago, Commodore 
started the 128K ball rolling with 
their machine, which is capable 
| of pretending it's a sheep in 
wolf's clothing and emulatin 
the C&4. Imaginatively name 
the C 128, it allows you to run any 
piece of C64 software so long as 
vou haven't pressed the switch 
“that turns it into a completely 
different, 128K beast. And 
Amstrad, having launched the 
128K CPC 6128 in the States, are 
bringing it to these shores very 
soon. So soon, indeed, that 
some retailers are currently 
holding stocks | under-the- 
counter, and are awaiting the go 
ahead so they can start selling 


them. 

With the glutof 64K chips, the 
existence of established 
| techniques to page memo 
(see News Input, July [ssue) and 
the news of modore and 
Amstrad's moves, it came as no 
surprise to hear that Sinclair are 
planning to launch a 128K 
machine. 

The new machine is code- 
named The Derby, according to 
a report in CTW, the trade paper 
read by anyonewho is (or wants 
to be) anyone in the industry, 
And thus began the race to 
speculate as to what form the 
Derby will take, and whether or 


| similar dispute took.place, 


“ câameouta fewweeks before the 


| machine? Supposedly it is to be 


| with the Spectrum. In putting 


| the Spectrum RÔ 






not itwill be launched at the 
PCW Show this September. 
With 128K machines appar- 
ently popping up allover the 
pia, a little war is being fought 
etween the technical chaps and 
the marketing fellows at 
Sinclair, it seems. Last time a 


Marketing won, and the OL 


Mackintosh. And we all know 
the problems that caused 
Sinclair. Marketing might win 
this dispute, butit's unlikely they 
will, so don't expectto see a new 
machine from Sinclair at the 
PCW Show. |Butdon'tstay away 
— we'll all be there!) 

But what of the Sinclair 128K 


a Spectrum Plus Plus, with a 

sound chip, the extra memory 
and a price tag under £200, as 
well as software compatibility 


together such a package, 
Sinclair have to trade off three 
factors: price, software 
compatibility and the desire to 
produce a better and more 
powerful computer. 

Software compatibility has to 
be an important feature, with the 
massive Spectrum software 
base that exists. So far there 
hasn't been a single change to 
— a very 
important fact to software 
developers — and there are 
potential problems with adding 
new features to the basic 
machine in order to produce a 
128K, Plus Plus, 

Software incompatibilities 


'* between the 128K machine and 


the Spectrum could be dealt 
with using the Commodore 
approach, hiding a Spectrum 
ermulator inside a completely 
different machine — but the 
cheapest Spectrum emulator 
is... a Spectrum, and building 


onto the basic module is the 
| cheapest way of producing a 
new machine, 

The addition of a proper 
keyboard is a virtual certainty — 
and not before time. However 
the Spectrum and its ROM have 
been designed around 40 keys, 
grouped in five rows and eight 
columns. Changes to the 
keyboard may mean changes to 
the ROM, with attendant 
| incompatibilities with existin 
software. Similarly, the addition 
of a sound chip — another vital 
step forward — means that 
some way has to be found to 
| address this extra hardware. 
the BASIC is altered, then 
software compatibility 
problems creep in again. 
| Other goodies, suchas a 








| reason the Spectrum doesn't 


































































monitor output, and maybe an 
RGB socket could be included in 
the new machine. The only 

















have a monitor output is 
because there isn't an 
appropriate hole in the case, 50 a 
monitor output wouldn't be a 
total surprise on the new 
machine. RGB could also be 
supplied, although an add-on 
chip would be needed. 

joystick port is mare 
essential, but don't be surprised 
ifit's based on Interface 2. 
Interface 1 could well be an 
integral part of the computer as 
vvell. H Sinclair installs the 
interface as part of the manutac- 
turing process, then economies 
of scale would apply and the 
cost would be acceptably low, 
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And the Spectrum's potential for 
petvornha is very good indeed; 
schools like to be able to 
network their computers, and 
the educational market is up for 
grabs again.. 

Who knows, there might just 
be lots of Sinclair computers in 
schools before long. 


ACTIVITIES BECOME 
| ILLEGAL 


| The amendment to the 
Copyright Act, which brings 
computer software in line with 
other works which are protected 
by po fi db has already been 
passed, Ilegal copying, and in 
some lg do 
unauthorised use of computer 
software will become a criminal 
offence, punishabie by fines or 
imprisonment when the 
amendment tothe Act comes 
into full force in the middle of 
September. 

While it will still remain per- 
fectly legal to make back-up 


copies of programs for your own 


use, selling, or possessing pirate 
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software by way of trade 
become a criminal offence, 
punishabla by the courts, Police 
and Trading Standards officers 
will be involved in the enforce- 
ment of the software copyright 
legislation and the Federation 
Against Software Theft (FAST) 
has appointed Bob Hay, a 
former Chief Supénintonde ntto 
actas Enforcement Co-ord- 
inator. FAST is an independent 
body, which will not initiate 


| prosecutions but will assist its 


members and the authorities to 
bring successful prosecutions, 
Expect a flurry oflegal activity as 
soon as the penalties become 
Eau, 

Without doubt, there's some- 


| thing of a double standard 


associated with software piracy, 
or “softlifting'. Walk into a shop 
and steal something, and 

society will condemn you for 
theft. Copy a program from a 
friend's collection and tis 
unlikely that society's dis- 
approval will come crashing 
down upon your head. But the 


damage done to the owner of 





the intellectual property you 
have just acquired without 
payment is no less tangible, 
artly as a result of piracy, 
software houses are not 
achieving the level of sales they 
were a few years ago on each 
title they launch, Educational 
software is disappearing 
because it was pirated so much 
— sadly, by teachers. Many 
companies have found that it is 
uneconomic to produce 
educationa! programs, and have 
sl the market. The same could 
appen to games software, 
dn ough da in the very near 
future. 

Quite what effect the newv laws 
will have on software libraries 
which hire outtapes against the 
| express wishes of the publishers 
is not yet clear. But ifit can be 
used to prevent people hiring 
out games for £1.50 overnight 
and offering a tape copying 
| program for sale to their 
customers, then the people who 
have put time and effort into 
producing games software 
won't get npped off quite so 






















matter how add he is. 
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much. Nor will the starving in 
Ethiopia — one such library 
included Soft Aid in its list. 

Unlike people who make 
films, which then get offered for 
hire by video libraries, software 
companies prefer to sell their 
programs — you don't play a 
game just once, and the 
comparison with video libraries 
cannot be madedirecily, 
Authorised hiring or lending is 
fine, Unauthorised library 
activity is not, and violates 
people's rights to what is 
ultimately their own 
(intellectual) property. 

While the full ramifications 
and effects of the new 
legislation have yet'to be seen, It 
isunhkely that the new laws will 
be used to hityoung people who 
make a couple of copies of the 
latest game to swop with their 
friends — a policeman in every 
So bb 15 just not viable, 

Hitwill be used against 
people who make copies for 
sale. Piracy for profit will result 
in prosecutions, and that's no 


| bad thing. 


OLI the Foal Update: he's halfiway to his first year. Does this 
mean he's a half-pearing? He's still real cute, though, no 
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ORMOLINOS is an SL PE on the Costa Brava — a cartoon style graphic adventure full of 
saucy e im humour, based around everything that can go wrong on a package holiday. 
Why spend a fortune going abroad when you can get gippy tummy in the privacy of your own livi ng room 
TERRORMOLINOS! Don't make it your last resort! 
Available for Spectrum 48K and BBC/Electron , Amstrad and Commodore 64 at 17.95 
(BBC/Elaciron version does not feature graphics). 
Melbourne House (Publishers) Ltd,, Castle Yard House, Castle Yard, Richmond, TWIO 6TE. Trade enguiriescoll 01.940 6064 
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QUICKSHOTI AUTO RAPID-FIRE JOYSTICK 
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Four great new jadi -gns from Ram, Number One in 
everything for the Spectrum... 
TURBO INTERFACE 

Our unique Turbo Interface outperforms any Spectrum 
interface —it works with ROM cartridges, 2 standard joysticks, 
and there's a full expansion bus at the rear. The Turbo supports 

| Kempston, Protek and Interface 2 software and loads from 
cassette — or instantly from a ROM cartridge. |t really makes 
the most of the Quickshot I's rapid-fire action, and with a 
unique built-in power safety device, it's amazing value at 
just &22.,95. 
QUICKSHOT II AUTO RAPID-FIRE JOYSTICK 

The famous Quickshot Il is the top games joystick, with a 
sleek trigger fire button for quick reactions, an auto fire switch 
for continuous shooting and a new, improved grip. 
Revolutionary builtin stabilising suction cups mean a sure, firm 
grip a snip at £9.95. 

SPECTRUM INTERFACE 
Boost the power of your Spectrum, or Spectrum +. 
This Kempston-compatible interface gets the most from your 
» SPECTRUM UPGRADE KIT games — electrify your enemies with real power and 
do one lightning-fast reactions right under your fingertips. 
"a Costs just £9.95, 
SPECTRUM UPGRADE KIT 

Ifyou've à J6K Spectrum micro, this handy and 
inexpensive add-in kit boosts the RAM memory to a powerful 
48H, so you can run the latest and greatest software, the most 
exciting games around — and expand your own programming 
possibilities! Only £2 1.95, 

Where can you get your hands on Ram's amazing 
spectrum add-ons? You can see them at branches of Boots, 
Menzies, Spectrum Group computer centres, and good 
computer stores everywhere. Or retum the coupon below. 

To: RAM Electronics (Fleet) Ltd (Dept CM ), 106 Fleet 
Road, Fleet, Hampshire GUI3 SPA. 

Credit Card hot fine: 02514 Edédê. (Access & Visa). 


| | please send me E] 
| — Spectrum Turbo Interface(s) at £22.95. 
Quickshot || Joystick|s) at £9.95, 
——  — Spectrum Interface(s) at £9.95. 


— — Spectrum Upgrade Kits) at £21.95. 
(Please state issue 20) or30]) 


rd ud 
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+E1 per order P+P (£3 Overseas) TOTAL £ 
a | enclose cheque/postal order O] charge my AccessiVisa 


ENMUITTITITTTITITTT 
ExpiryDate !/ 
Name 
Postcode 
24 Hour despatch for credit cards and postal orders (7 days for cheques.) 


AN products are fuly compatible with the Spectrum, Spectrum + 
and Sinclair Microdrives. 


Ram Electrondos (Fleet) Ltd (Dept CM |, 106 Fleet Road, Fleet, Hampshire GUIS BPA 
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Frade and export enquiies welcome 








Producer: Gremlin 
Graphics 

Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Peter Harrap 


At last, the true successor to 
Wanted: Monty Mole -and Peter 
Harrap's evil sense of games 
Humour 15 back at work, What- 
ever was mean in the firstgame, 
i5 now ten times so in this saga 
of prison escape for the hero 
mole. One noticable difference 


between the two games is that 
after his exertions in the prison 
oymnasium,. Monty is now a 
very fit mote indeed and does all 
his jumping by somersaulting. 

Graphically, the follow up is 
quite similar and there are the 
familiar combinations of plat- 
forms, building blocks, ropes 
and ladders. The Gremilin 
crushers are back as well, but 
some of them have an “appal- 
ling' sense of timing. Added 
features are the teleport devices 
and the lifts, There are several of 
teleporters that fire beams of 
Changing colours, and you have 
to work out which colour is the 
safe one that lets you walk 
through | untransported. Of 
course, you may wantto be tale- 
ported somewhere else om Oce- 
asion, but not all.exit points are 
clesirable or safe! The “safe' 
colour is different for each tele- 
porter, and to make life worse, 
some-of them change their col- 
our after use. The lifts appear to 
offer a quick and useful means 
of going up or down, but one or 
two of them should be watched 
a bit closely because the cables 
aren't all that sound. 

The- basic object is to get 
Monty on board a boat sailing 
tor France and away from the 
long arm of the British Law, 
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Careless ás people are, there are 
sovereigns lying around all over 
the place to be collected, but 
Monty also needs a lot of equip- 
ment to make good his escape. 
Here comes the adventure 
glement; some ofithe objectsare 
useful, others are a waste of 
time, and some are deadly if 
touched, although a number of 
the nastier items become less 50 
f something else relevant has 
been collected earlier. This of 
course means having to retrace 
your precarigusiy achieved 
steps a few times. in addition to 
the collectible terms in the game 
itself, before you start the game, 
you may choose up to five of 2] 
objects which you think might 
heip you in your quest — of 
Course, VOU may choose badly, 
but you'll never know until its 
too late. ... The game starts off 
outside a House, but the ship 
ismíttoo far away, and itwon'tbe 
sailing until all the correct items 
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have been collected and safely 


stowed away at the bow and the 


engines prepared for sailing. 
onty on the Run is vastly 
bigger and more complex than 
Wanted: Monty Mole and con- 
tains many more. inter-related 
elements which make it both a 
platform ju Imping game and one 
of skilled timing with adventure 
overtones. Also, it is only being 
released in October, so this is à 
very oarty revieav — but one that 
has been fully made from a 
completed production copy. 


CRITICISM 
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O What a brilliant game. | have 
never played Monty Mole and | 
am beginning to realise what | 
missed and why it was só pôp- 
ular, There are hundreds of 
screens gradually getting more 
difficult with progression. Every 
screen is as detailed as the last, 
There is a good idea on the 
beginning where Monty (you) 
can choose 5 toolsto help him in 
the task. Choosing the wrong 
tools can be fatal. This idea, for 
me, gave the game the edge 
ver à tot of other platform 

ames. The High Score hall of 
tame has an ingenious idea of 


voung Monty turning a handle. 
to scroll the scores, All these 





SCORE : 





little features go to form a plat- 
form game well worth taking a 
lõok at. Your money won't be 
wasted, and vou wont be 
disappointed, 


O Wanted: Monty Mole was 
deservediy popular, and this 
new game offers a great deal 
more, much much more in fact 
Monty's somersauiting is graph- 
ically excellent, very convincia 

às well às adding another ski 
element to the game, for his 
tumbling figure often makes dt 
hard to squesze between var- 
iousiy wesving nasties. In fact 
Monty on the Run 15 al! about 
timing, and some of the situa- 
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tions take a lot of practice to get 
night. This is one ofthe very best 
of muiti-screen platform games, 
with lbads Of screens, many dif 
ferent situations, gags and 
double crosses. [ thought the 
tlifts were marvellous; and the 
effect when Monty bites the dust 
under a crusher is quite spectad- 
ular. A map will be tough to gar 
together and one is probably 
essential tô complete the game, 
especially when it comes to 
remembering al those dittle 
items you didn't collect because 
there appeared to be no way of 
reaching them eariier. Excellent 
graphics, good sound, tough 
gameplay — in fact a great 
game. 


6 ' Monty on the Run is similarto 
the original Monty game. This 
style is in my opinion better than 
some of the other Gremilin 


produetions, Hound Monty OTR 
very playable and addictive. The 
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The House 


graphics were nice and smooth 
— somersaulting instead of just 
jumping seems to be the “in' 
thing. for this type of game, 
Monty does thus with great 
ability. 


COMMENTS 


Control keys: O Left, W right, Y- 

Pup, H-ENTER Down, B-SPACE 

Jump/Fire 

Joystick: Sinclair, Kempston, 

Cursor 

Keyboard play: very responsive, 
ixel positioning 

Lao of colour; excellent 

Graphics: we!l| detailed and 


animated, varied, fast and 


smooth 

Sound: good | 
Skill levels: 1, and pretty hard! 
Lives: 6 

Screens: General rating: a great 
improvementover last year's 
Best piatform Game. 


Use of computer 89% 
Graphics 91% 
Playability 93% 
Getting started 90% 
Addictive qualíties 95% 
Value for money 95% 
Overall 94% 
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store for the Mikro Plus. 





Last month, CRASH revealed 

| the secrets ofthe Shadow ROM, 
Mikro-Gen's astounding add-on 
“which transports the Spectrum 
into a 64K machine. The Mikro 
Plus. But what about the 
software? This month we reveal 
the secrets ofthe Shacowofihe 
Unicorn. 





Shadowof the Unicorn, which 
is to be the first game in the 
Micro Plus range, 15 scheduled 
for release in mid September 
and will sell for 14,95. For your 
fifteen pounds you'll get an 
| innocuous-looking black box, tin 
appearance very much like any 
number of Spectrum 
| peripherals), a tape containing 
the bulk of the game code, a map 
and a seventeen-chapter 
iNustrated novel. Mikro-Gen 
have commissioned the book- 
with-the-game from program 
author, Dale MeLoughlin, and 
sets out the background to the 
adventure. Oh... and five pee 
change! 

The book tells a tale: long ago, 
far away in a land where peace 
had reigned since before living 
memory, an ancient locked book 
was found. When fis key was 
turned all manner of evils were 
Ioosed and two hitherto 
peaceful nations were plunged 
into bloody war. 

As the novelends, the game 
begins, You have-a cast of ten 
Characters to guide towards the 
completion of ten separate tasks 
that will return the land to its 
former idyllic state. Prince 
Mithulin; Avorath, the wizard 
whose staff has been lost; 
Holdin, a military commander, 
and Queen Rolquin. Ulin-Gail is 
a satyr, partofa race whose 
members normaily shun 
humans, while Sharmek is a 
dwarf leader; Guinol belongs to 
a race of subterraneans and 
Vilyan is a woodman. Kielmath, 
the sorceress, and Lairmath, an 
apprentice wizard, were turned 
evil when the book was opened, 
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but will come over to your side 
as the game progresses. 


The land itselfisvast, withsix. | 


and a half thousand locations, 
gach one looking onto three 
more distant ones. There are 
towns and castles to contend 
with, as well as the Nalesh — 
unpleasant half-sized creatures 
which have to be killed swviftly. 
All this has taken 500K of 
source code, developed on a six- 
user HM Systems Minstrel. 
Obviously there isn'troominthe 
Spectrum to develop itall until 
the shadow rom is connected — 
and as this must be dedicated to 
the game it's a chicken and 
situation. Certainhy all 64K will 
be packed with code, and the 
programmersare currently busy 


| trading off features to make best 


use of that memory. There may 
still be alterations to both the 
game as | saw itand the 
characters shown here before 
the final version for release is 
completed. 

Mikro Plus offers more than 
just larger programs. On 
connecting the unit you're 
immediately presented with a 
menu that allows you to load the 
game from tape or microdrive, 
Or you can enter the tape 
alignment routine. Previous 
tape-based Azimuth adjustment 
routines, as well as costing 


| extra, have depended on you 


getting the program into 


| memory inthe first place — from 
| tape! Às this one is contained in 


the firmware, all you have to do 
is enable the routine and then 
play a tape into it; obtaining 
maximum tape head responseis 
simplicity itself. | 

Once you've loaded a Mikro . 
Plus game, you'll encounter 
another feature: a second menu 
allows you to copy the loaded 
code onto tape or microdrive 
automatically. It's allmost 
sophisticated, and when you 
consider that there's also a built- 
in joystick port, it really does 


look like Mikro-Gen havemadea || 


breakthrough in user 
frigndliness. This 15 of course 
totally alien to the doings.of their 
lbdiçãas hero (hero?! 1 Wally 

Veek. Does this voyage into the 
reaim of fantasy signalan end to 
the Wally clan? Nota bit ofit. 
Some more downloading and 
it's time for a special early sneak 
preview of the Christmas Wally 

ame, Three Weeks in Paradise. 

worn to secrecy, Ican't ca 
more than that it takes the Wally 
format another step forward and 
features VW Week in a loincloth! 
And of course if's a Mikro Plus 
game, but ifl reveal more they'll 
send Harry the Hippie round to 
play me his Grateful Dead 
bootlegs! 





SHADOWED ROMS AND 
V/ /[070):7, E 


John Minson is despatched to the land of Wally Week to discover what Mikro-Gen have in 


Another quick download and 
'm watching some of the 
fastest, smoothest 3D vector 
gra phics I've seen on the 

pectrum. They're partofthe 
next Mikro Plus release which is 
a science fiction adventure. 
Mikro-Gen have invested the 


| bd part 01 £130,000 inthis 


reakthrough and ordered 





25,000 units of Unicorn. | don't 
think their trust int is misguided 
— |n fact it could take the home 
micro world by storm. H'you 
cant wait until the official 


| release date — 17th September 


— YOU CAN Enjoy a preview of 
Unicorn at tha PCW Show in 
London a couple of wesks 
gartier. 


| 
| 
À 
. 
| 
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BELLE 


Producer: Hewson 
Consultants 
Memory required: 48K 
Retail price: E7.95 
Lan ne machine code 
Author: Mike Male and 

| Bob Hillyer 


The authors of this game are in 
fact air traffic controllers rather 
than train drivers — you may 
remember that Mike wrote 
Hewson's Heathrow Mir Traffic 
Contra!, Bob, his colleague, is 
the chufft-chuff nut, so the the 
writing of what must be the first 
steam train simulation isn't such 
an unnatural progression from 
 Mike's earlier work. The simu- 
lation is based on the workings 
of a King Arthur class loco- 
motive, typically used on the 
London to Brighton route. In 
those great and glorious days of 
railway travel, the carriages on 
that route were so luxurious that 
the train came to be known as 
the Southern Belle 
| During your second stage of 
life you may have dreamt of 
being an engine driver, but it 
really isn t as easy as you might 
like to think. The Hewson simu- 
lation goes a long way to intro- 
ducing the practical difficulties 
that might be met by an engine 
driver, particularly one on the 
Southern Belle route. But, 
should you simply want to have 
a ride” on a steam train, then the 
authors have provided a demo 


| mode which presents you with a 


high speed, experthy driven 
pa from | London to 
Brighton, something along the 
lines of that well known black 
and white Film. The instructions 
that come with the game are div- 
ided into two sections. The first 
section could be usefully read 
while the game is loading, as If 
introduces the concepts and 
helps you come to terms with 
the complicated controls. 

The instructions detail how a 
steam engine works, and that 
knowledge is important if vou 
are to appreciate the effects of 

the various controls, or indeed 
even why some of them are nec- 
essary. Álso, there are a number 
of regulations that must be 
observed, like those relating to 
the use of the whistle. When you 
drive” the train at the highest 
level you will be marked down 
for a number of faults, including 
not observing any pertinent 
rules, failing to keep good time, 
poor fuel economy and general 
reckless driving. 

The instruments that can be 
seen on screen by the driver, 
and therefore the player, include 
tha water and pressure gauges 
and the position of the various 

| control levers: the regulator, 
controls the flow of steam to the 





| The 


SOUTHERN 


cylinders; cut off, determines at 
which part of the cylinder cycle 
steam will be admitted; vacuum 
brake, five degrees of braking 
power; the blower, used to pre- 
vent gas and sparks coming into 


tunnel; the injectors, regulate 
the water flow from the tank to 
the boiler and finally, the damp- 
ers which regulate the volume of 
air flowing into the firebox. 

The firebox must be kept 
stoked and fuelledto provide the 
maximum safe temperature: a 
simple operation in itself, but 
while a key press is enough to 
shovel in some-more coal, don't 
forget to open the firedoor first! 
Keeping a fire in is onething, but 
as amy good driver will tell you, 


"you must look at the smoke 
from the engine to | 


coming 
determine just how efficient it is. 
For example, very light smoke 
means that too much air is get- 
ting into the fire while dark 


more air in. 

Outside the cab itself another 
section keeps vou informed 
about your water and coal 
stocks, speed, and the condition 
of any signáls on the line. The 
all-important  railway clock 
hasn't been left out either. Ifyou 
make any mistakes on à run then 
a message willappear atthe bot- 
tom of the screen telling you 


where e have gone PEA 
'BLOWEBACK, CREW INCAPACI- 
TATED”, for instance, means 
that you failed to open the 
blower when entering a tunnel, 
Given the complexity of the 


provided a 
number of different difficulty 
levels. The easiest, “the training 
run" follows the same schedule 
as the demonstration, but the 
player can choose which of the 
train's controls he is responsible 
for, just the regulator, cut offand 
brake right up to the fifth level 


| giving you total control. The 


tasks that you don't want are 
controlled 4) the computer. 
When you feel a little more reck- 
less (or competent) you can 
have a go at some of the more 
difficult schedules, Option three 
on the main menu gives you an 
easy run with speed limits but 
no stops. Option five baia vyoua 
chance to break the the London 
to a rd record set in 1903. 

inal option is called 
“Problem run' — on this journey 
vou can expect to have to cope 
with a wide variety of dilemmas, 
and if you manage maximum 


| points on that run vou might 


qualify for a real train to play 
with! 


CRITICISM 


6 “I'm not really what you could 





the cab when the train is in a | 


smoke means you should let | 


task in hand it's as well that the 
| authors have 


very careful not to de-rail the 









Clapham Junction looms ahead in SOUTHERN BELLE, 
Hewson's train simulation. After ten minutes play, ft's clear 
that childhood Fantasies of being an engine driver simplified 
the task enormnousty. 





callatrain buff, andto be honest | little saddened that the really 
| can't see what ple enjoy in | dramatic stuff, like crashing into 
looking at id a and dirty | the station, is such a let down. 


machines on wet Sunday after- 
noons. | think that's a good 
qualification for writing an un- 
biased review. The first surprise 
| had was the pile of instructions 
that came with the game. | 
thought it was just a case of add 
coal and water and hold on 
tight. Afterwards | am convin- 
ced that it's a great deal easier 
to fly the simulated planes to 
drive this train. Hewson, in their 
wisdom have allowed for all 
levels of abilítios from just being 
a passenger to full scale panic. 
Southermm Belle contains some 
well drawn graphics. Although 
they tondito scroll a líttio joridiy, 
the overall effect works quite 
well. H'you like simulations then 
this one must be a technonuts 
delight watching all the dials 
and gauges and levers. | certain- 
ly recommend this game to 
those of who enjoy simula- 
tions and those who tend to- 


The threat of a nuge and noisy 
explosion would have added 
something. On the whole 
though, this game is worth 
mastering mainly because it is 
 sucha challenge 


COMMENTS 

















Control keys: too many to list 
here 
rec di PA 
' ard play: well thought ou 
Use of colour: very limited 
Graphics: effective but slightly 


jerky 
' Sound: pretty sparse, rhythm of 
the train does come across 
Skill levels: 6, plus 5 training 
levels 
Lives: N/A Screens: N/A 
General rating: a very well 
thought out and challenging 
simulation 


nais the mechanical sido * | Use of computer 82% 

Graphics 79% 
O “My first impression of | Playability 76% 
outnerm palava qu io | Getting started 65% 
ent to my final vergiet. fhis is é E as o! 
very  complicated simulation Addictive qualíties 80% 
providing a great deal of vari- | Value for money 857% 


ation, The game is hard to come 
to terms with because there is 50 
much to do and vou are kept 
very busy, but once mastered, 
it's Brilliant. The job becomes 
very exciting andinvolved when 
attempting speed runs but at 
high speed you must always be 


Overall 84% | 
EIVE OUT YOUR DREAM 


train. There's a great deal of skill 
involved and hardiy any luck, a 
must for the simulation lovers. 


O 'lfyou can cope with the mass 
of learning needed to master 
this train you should have quite 
a lot of fun. Itoffers lots of vari- 
ations but really comes into its 
own when the player has a good 
idea what he is domg. Itnot poa 
easantto find yourself, as | did, 
hairing into Brighton Station at 
67 mph. On that score | am a 


meme 3 qieuo 


DESERT 
BURNER 


Producer: Creative 
Sparks 

emory required: 48K 
Retail price: E 1.99 
Language: machine code 
Author: R Poole and T 
Murray 





























code name for a very hot motor 
bike. Not onhy can it travel at 
speeds greater than 200 mph 
but it is also equipped with 
forward-firing twin cannons. 
The reason for the existence of 
this beast? Well, you as a mem» 


ised band of freedom fighters' 
are going to need it to deliver 
secret plans to another secret 
roup and so help bring about 
the ownfall of a very nasty and 
generally oppressive govern- 
ment. 

You are given a side view the 
road on which you are riding the 
bike, and the road itself runs 
| along the bottom of the screen 

with the desert sloping off be- 
hind, into infinity. There are two 
modes im which to play this 
game. The simplest only re- 
quires you to guide the bike 
away from the multitude of 
aggressive helicopters, dodging 
bombs they drop. Ifyou manage 
to shoot a few down then all well 
and good, because vou Il get a 
few points for your trouble. The 
hardest way to play the game is 
with your “detection system” dis- 
abled, which means that all of 
the obstacles on the road, be 
they dead trees, cars, buses or 


They present no problem with 
the detection system enabled, 
however! 

' Control of the bike is simplic- 
ity itself. can be made to accel- 
erate or decelerate by moving 
the joystick left or right, and the 
speed at which you are moving 
| is shown atthe top ofthe screen, 
If you want to jump, then accel- 
erate and push the joystick 
diagonally right, À jump or a 
wheelie will give you a “nose ue 
attitude” which, if timed well, 
should allow you to blow a few 
choppers out of the sky. The 
road is repeated endlessly with 
the number of laps and the 
number of points scored being 
recorded on the top section of 
the screen, 


O “After some in depth research 
| have discovered that this 
“game” is Creative Spark's 
| answer to Firebird's Don't Buy 
| Fhis. Originally it was to be 
called Whatever vou do, if you 
never buy another game again 


Desert Burner, we are told, is a | 


ber of a "small but highly organ- | 


justgreat potholes, mustnowbe | 
stesred round or jumped over. | 





CRITICISM a 


mercilessiy. 





for Liovd's sake don't buy this. 
| Oh! how | wish that was true. 
For some time now Creative 
Sparks have managed to pro- 
duce some pretty reasonable, 
value for money games for their 
Sparklers range, but this is 


bad. Attribute ms, huh! 
ve seen entire helicopters 
vanish without trace and then 
suddenly reappear. Scenario: 
pro: where is the sense in 

aving a game that demands 
that in one mode vou should 
steer your way around hazards 
and in another not? Yet the 
hazards are still there and just 
add to the general mess of the 
display. What's more Ican't help 
feeling that having to jump over 
trees that are , 
SIDE of the road is just too silly 


the it mo says that we ara 
undertaking a g perilous 
| “we are, but in circles, | 
| know this because the program 
is counting the . Difficulty: 
none, it's harder to be hit by the 
bai it is to cocina 
nt tempted to 
| game just to see how bad it Is, 
take my word for it and wait for 
Creative Sparks to tum up with 
something better, | know they 
can. 


O “There do seem to be a lot of 


ency to crash at frequent inter- 
vais. The graphics aren't very 
good and the characters a little 
jerky. When vou make the bike 
| do a wheslie it looks as if the 
little man is defving ai! known 
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utter, unadulterated rubbish.. 
| The graphics are unbelievably | 


ING BY THE | 
for words. And another thing, | 


bugs in this one — it has a tend- | 





“AMAR EM 


The world's longest and most dangerous Ring Road. in 


DESERT BURNER. Round and round and round pou go, 
popping off the odd nasty while the sun grins dowrl 





laws of physics. The sound just 
about manages a few spot 
ertects. Controlling the bike only 
takes three keys: accelerate; 
jump and fire — so its a very 
easy game to play. Generally | 
didn't enjoy this game as it got 
very monotonous.' 


O Desert Bumer is a moon 
buggy giro but on a bike in a 
desert. 's moderately playable, 
but | much prefer the normal 
versions. This game is much 
better played by using the key- 
board than with a joystick. If the 
graphics had been a lot better 
and smoother this might not be 
such a bad game but as it is it's 
pretty average. 


COMMENTS 


Control keys: Caps shiftto accel- 
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Use of computer 52% 
Graphics 37% | 
 Playability 45% 


Overall 


























erate, Z to jump, space to fire 
ick:; Sinclair 2, Kempston 

and Cursor 

Keyboard play: better than 

joystick 

se of colour: bright but 
Epnes clasha lot 
aphics: jerky, poorly 

designed and generally bad 

Sound: poor 

Skill levels: two 

Lives: 5 

Screens: continuous scrolling 

General rating: pretty poor 


659% 
41% 
50% 
48% 


Getting started 
Addictive qualiíties 
Value for money 


+ 7 —— e Os E 





EN “ABYSS- ADVENTURE QUEST - AGENT USA AIR TRAFFIC CONTROL : AMERICAN FOOTEBALL - ANT ATTACK - AUTOMANIA -AVALON -AVIATOR : BATTLECARS -BEAC 
D- BLAGGER +: BLOCKBUSTERS - BLUE MAX - BOILER HOUSE - BOULDER DASH - BRAINSTORM - BRAXA BLUFF - BRUCE LEE - BYTE - CAMELOT - CASTLE OF TERRO 
DENAME MAT- DALEY THOMPSON 'S DECATHLON: DETECTIVE- DIGGER DAN - DOOMDARK'S REVENGE - DRAGON FIRE - DRELBS - DUNGEON ADVENTURE - EDDIE KI 
PCHALLENGE - ELITE- EUREKA - FIGHTER PILOT : FIREQUEST - FLAR - FOOTBALL MANAGER - GHOSTBUSTERS + GIFI FROM THE GODS GOLD RUSH GRAND PRIX DRIV 
RELER - HIGH NOON - HOT DOT SPOTTER + HULK + IMPOSSIBLE MISSION - INTERDICTOR PILOT - JACK & THE BEANSTALK - JASPER - JET SET WILLY "JETPÃO -JINN GENI 
GHTLORE - ROROTONI WILF+ LEGIONNAIRE - LEMMING SYNDROME - LORDS OF MIDNIGHT + MANTO MINER - MASTERMIND: MATCH DAY MATCH POINT -MOLAR MAL! 
a FATROL - MR ROBOT - MS PAC MAN - MUGSY + MUSIC MACHINE - MUTANT MONTY - MYCHESS UH: NATO COMMANDER -NOMAD OF TIME -OLYMPLOS 4 OHIO! 
ER PAN + PIPE LINE - PLOP- POGO - POLE POSITION - POSITRON - PYIAMARAMA - QUANGO -OLIZMASTER - RAID OVER MOSCONW - RATTLER - REDUDATS - RETURN 
N- RIVER RAID - ROBBER * ROBOTRON tá - ROLAND GOES DIGGING- SABRE WULF - SAGA OF ERIC THE VIKING - SCRABBLE * SCUBBER DIVE - SHEER PAN -SHERLOU: 
"OF THE LINE - SHOOT THE RAPIDS - SKOOL DAZE : SKULL - SMUGGLER - SNOOKER “NO WBALL : SOFTWARE STAR - SON OF BLAGGER «SPACE SHUTTLE - SPELLBOUN 
EGERD - SPIDER-MAN + SPIRIT OF THE STONES * SPITFIRE ACE - SPY HUNTER - STAFF OF KARNATH - STAR TRADER : STAR TREK ADVENTURE - STAR WARRIOR: STELLAR 
VE DAVIS ENDORKER - STOP THE EXPRESS STRIP POKER - SUICIDE-EXPRESS - SULTAN'S MAZE - SWAG - TALES OF THE ARABIAN NIGHTS - TECHNICIAN TEM) - TEST MATCI 
GALACTIC PLAGUE - THE GREAT SPACE RACE - THE THINKER - TIR NA NOG + TRANSYLVANIAN TOWER - UGH! - VIZAWRITE 64 WANTED MONTY MOLE - WEATHI 
TER WHITE LIGHTNING + WILD WORDS : WIZARD OF WOR: XAVIOR - ZÃGA MISSION - ZARM - ZAKXON ZEN - ZODIAC MASTER - ZOOM PASCAL - ZOMK EH - ZORK 


| When you are looking for the best games in town look no 
| further than Software City. 

Even if you are just browsing we ll be happy to show you 
the selection of great games we have to offer. 

We stock software for Spectrum, Commodore 64, Atari, 
BBC Electron, Amstrad, MSX, Apple and IBM machines, 
or we will order if you cannot find the program on the 


shelf. 





THE UK'S NO.1 SOFTWARE DEALER LIMITED 
382 Kings Road Chelsea SW3 01 352 9220 
14 Thames Street Kingston-on-Thames Surrey 01 541 4911 
47 Cheap Street Newbury Berkshire 0635 31696 





THE YOUNG ONES 
ARE ON THE 
RAMPAGE 


John Marshall of Orpheus 
Software rang to tellus that he's 
an expert at cooking basmati 
rice and his girlfriend makes 

| wonderful stuffed peppers. 
Norte of this was really relevant, 
but it filled in time while an 
“official statement” was 
hurriedly prepared about their 
fortheoming game based on the 
telly series fhe Young Ones. 
With editorial control for the 


| game in the hands of the amti- 


social heroes, it promises to be 
unique (well different anyway). 

There now follows an official 

ress statement: Orpheus' 

lanaging Director, Paul 
Kaufman said, 'As far as lam 
concerned The Young Ones will 
be the only game worth buying 
this Christmas. We have spent & 
months on the development of 
the game and you can be | 
guaranteed fans of the series 
wilinot be disappointed. This is 
the game that everyone's been 
waiting for, Itwill be a subtle 
blend of psychology and 
extreme violence. 

Phew! The unofficial quote 
from MD Paul Kaufman was “My 
bowels exploded with laughter 
when [saw thisgame”, butashe 
doesn't want that printed we 
wontmentioni 

Orpheus wrote a pilot version 
of the game ages ago and has 
been dis E for the rights 
against fierce competition since 
January. In the game, which 
features the four major 
characters Rick, Vyvyan Basterd, 
Neil Pye and Mike the Cool 
Person, you can choose to play 
any oné of them, the computer 


then controls the other three. All. | 


the characters have realistic 
personalitias with memories, so 
they react towards you 
accordingly and can be hel pm 
or even rude. The action takes 
place in the house of the series 
“and is helpfully described by 
John as “a sortof arcade 
adventure but it isn't really.' 


Thereistext involved butnotext || 


input is required by the player, 
and the characters talk back in 
some fiendishly secret way that 
Orpheus wor'tyet reveal. 

he Young Ones will be 
released on the Ist of October, 
look for more details next 
month. Wow, hBavy man... 
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| Mail Order Missive 





Yesterday, Auntie Aggile, the 
CRASH Mail Order Queen took a 
break from chatting up software 
distributors and left off arrang- 
ing her social calendar for the 
Personal Computer World Show 
to pop down and ask us to tell 
isdçced who order things from 

er departmentto stop sending 
coins in the post. 

It seems the new-fangled 
machines the Post Office now 
uses to sort mail get bunged up 
be letters which contain coin of 
the realm, and the Posties have 
to unjam them every time you 
send a pound coin or other bits 
of metal to us. This annoys the 
boys on the sorting line — so 
much that they charge us £1.70 
odd for each and every coin- 
containing envelope that they 
have to hand deliver ina very 
sorry state, 

Bad news, indeed, for if you 
send us a pound coin and a few 
coppers for a back issue to 
complete your collection, we 
end up making a loss before we 
even get to send vou your 
magazine. So in future, cheques 
and postal orders only — orwe'll 
have to knock off the cost of 
receiving your letter before we 


“do anything. OK? OK. 


Qne last point: could you chap 
and chapesses who write in with 
a complaint or problem that 
needs sorting include a tel- 
ephone number? Then we can 
“phone you and sort things out 
quickly... 

Nag over, Aggia's gone back 
to her telephone. Don't make her 
come back down here again 
moaning ... pretty please? 






| Compen 





HELLO? HELLO? 
CAN YOU FIX MY 
SPECTRUM? 


wrong telephone number for 
“Technician Services inour 
Spectrum Doctor feature in the 
June Issue. We printed it with 


| the spacing between the digits 


incorrect, which has apparently 
caused a large number of 
wallies to use the code for 
Bristol with the second group of 


-digits, instead of the number we 


printed. 

As a result, a poor fellow In 
Bristol has been plagued with 
people ringing up asking him to 
ix their broken Spectrums. 
Which is not fair. So stop it. He 


can't. Ring 093484 3460 ifyou 


wantto get in touch with Mr 
Brown of Technicom Services. 
(That was our mistake — we 
called the firm Technician 
Services.) 

And while we're on the 
subject of repairing broken 
apectrums, Mr Brown informs 
us that the cheapest 'safe' way 
to post computers sby 
sation Fee Parcel Post. 
This is apparenthy a líttie slower 
than letter post or recorded 
delivery, butit'scheaper and the 
contents of your package are 
insured. Mr Brown says that 
£ 1.70 covers postage on a 
Spectrum by this method and 


| insures itfor £125, while 


recorded delivery only 
compensates you for £16 worth 
of losses, You learn something 
every day. 


Adrian Slater (left, slightly damp) receives his prize for getting the 
highest validated score on Wizards Lair from the Bearded Big 
Cheese of Bubble Bus, Sandy Marchant (right, somewhat soggy). À 
wet and rainy day — but that's the British summer for you! 


Well, we didn't actually print the 


| Headquarters, where, having 


| BECUracy. | 
Andrew Hewson also used the 





O Made the footplate at last! On 
the left, looking cool and casual 
we have Mike, and on the right. 
smiling while hanging on for 
dear life, we have Bob. 


CHUFF CHUFF PUFF 


Ahh. The raging furnace, scald- 
ing steam, grit, grease and 
grime — no, not the working 
conditions of CRASH minions, 
but the footplate of a puffing, 
panting, live steam locomotive. 

Hewson's launch games in 


styte, and Southern Belle their | 


steam engine simulation made 
its debut in Didcot, at the Great 
Western Railway  Society's 


wined and dined in a luxury 
restaurant car, the assembled 
hacks trundied happily up and 
down the line on the footplate of 
Thomas the Tank Engine's sec- 
ond cousin. 

The co-authors of the game 
are Bob Hillver, a self-confessed 
steam train fanatic, and Mike 
Male, author of Hewson classics 


Heathrow ATC and Nightflite | 


(if they'd stayed nocturnal for 
this program would ft have been 
called Sianlight Express?). You 
have to pilot the pride of 
Southern Railways from London 
to Brighton avoiding British Rail 
practices such as lateness! 
Options include attempting the 
line record. The fact that Bob has 
only beaten it by seconds is a 
measure of this labour of love's 


occasion to honour the distrib- 
utors (without whom .. . etc) by 
praia Terry Jeffries of 

erry Blood with an award for 
sales of Dragontorc. He also let 
on that Astro Clone adds inter- 


galactic shoot em ups to Steve | 


urner's arcade adventure 
system. : 

So | departed, leaving my 
fellow hacks wrangling over 
who would tie CRASH's very 
OMYN 
before the next train came. 








Mr Spencer to the rails. 





| 
| 
| 











| WHEEEEEE 

It's early days yet, but the 
ubiquitous CRASH Sottware Ed, 
Jeremy Spencer has press- 
ganged everyone in the office 
into agreeing to jump from an 
aeropiane. With a parachute, 
fortunately. 

The Daft fellow suddenhy 
came up with the idea of push- 
ing usall out of a plane flying at 
several thousand feet while he 
was en jovi ng a couple of 
Sausage Sarnies the other 
evening, at a local watering 
hole. 

Foolishly, we went along with 





his plan — Old Flatulence Bitter 
had taken its toll. 

lt's all in a good cause, really. 
Some ofus will be sproinging 
out into the great blue yonder 
over an airfield somewhere in 
England this Spring. The Red 
Devils have been coerced into 
helpin the enterprise along, as 
it's all Doing done for charity. Dr 
Barnardos, and The Active 
Group which provides elec- 
tronic aids for handicapped 
children, will both benefit from 
funds raised, 

More details of the whole 
event will appear in these 
hallowed pages in due course. 


| MAN FROM MARS TAKES OVER 
| SINCLAIR RESEARCH 


Sinclair Research has a new Chief Executive, in the persón of Bill 
Jeffrey, who was managing director of Sinclair's TV and 
Communications Division until July 23rd this year, when he was 


appointed to his new position. 


Bill Jeffries joined Sinclair Research less than six months ago, 
leaving a high powered post with Mars Electronics, a division of 


Mars [GB) Ltd. 


Mr Jeffries efforts on behalf of Sinclair Research have already had | 


a significant impact on the success of the Pocket TV, which is now 

| available in over 1,000 High Street outlets, He intends to become 
actively involved with the marketing of Sinclair Research products 

| woridwide, and his marketing contribution to the Pocket TV project 
has been fully recognised by Sir Clive. 


TAILOR MADE 
MOTOR 


Competition is hotting up on the 


tape magazines front. The Man | 


from Argus | Software 
which  publishes Spectrum 
Computing and 16148 rings up 
to let us know that they are both 
running a competition to find a 
computer genius. 
ho knows what theyill do 

with him or her when they find 
him, her or it, but the first thing 
they plan to do is to hand over à 
tailor made Metro Special 
Edition, or £5,500 im cash 

“A Unique chance to win a 
Unique Car' is the slogan appar- 
enthy.... 


| DEBTOR OF THE 
MONTH 


Our financial wizards haven't 
been able to compile their com- 
plete chart of bad paying, 


naughty fellows — they spend 
| too much time actually chasing 





| CRA SHZAPS 
AMTIX AT PCW 


The TOP MEN of Newsfield have 
decreed that a veritabie host of 
minions shall be despatched to 
this year's Personal Computer 
World Show in London. Run- 
ning from the 4h to Bth 
ua Rj Olympia, the 
show will be graced by the full 

gamut of CR H types, includ- 
o Jeremy Spencer, Roger 
Kean, Oli Frey, Graeme Kidd, 
Franco Frey, Sally Newman, 
Robin Candy, and even ÁAggie 
and Denise from Mail order 
and subscriptions. 

And ves! The evil ZZAP! rev- 
iewers Gary Penn and Julian 
Rignall will be in attendance, as 
will T Shirts, Sweatshirts, Hats 
and backnumbers for the two 
magazines. 


IX!, a the new magazine | 


for Amstrad Owners to be pro- 
duced from CRASH Towers will 


| make its debut at the show, with 


thousands and thousands and 

















With the 
SHADONVFIRE 
TUNER 


An exciting new program 


from Beyond and exclusive 


this month to CRASH 
Readers. 


For one month, you can get this exclusive to CRASH 
tuner that lets you alter many aspects of Beyond 
Software's Shadowrire, the fantastic icon-driven 
graphic adventure by Denton Designs. 


The Shadowfire Tuner costs £3.50 (inclusive) and 
is available only from CRASH Mail Order for one 
month. What can you do with it? Quite a bit... 


For a start off it will allow you to map the Zoff 5 
accurately, and in so doing you can also alter the 
start locations of many weapons and enemy 
personnel (excepting Zoff himself and the Ambas- 
sador). To make an easier or tougher game you can 
change the strength attributes of the enemy, and to 
achieve a personally preferred balance in the 
Enigma Team, you can also alter the attributes of 
“your side”, increasing or decreasing each charac- 
ter's strength, stamina and agility. H's also possible 
to change the weight of weapons and other objects, 
so the end result is an entirely new game to play. 


All this is simply achieved through the use of icons, 
just like the ones used in the main game itself. 
Various alterations may be saved by using the SAVE 
facility, and any of these can then be loaded into the 
main game as you please. 


Don't miss out on this unique opportunity to in- 
crease the scope of your Shadowfire through this 
CRASH Readers special offer at the price of £3.50. 
Fill out the coupon below and send it off today! 
That's an order! 


SHADOWFIRE TUNER 
OFFER 


the money. Finance, however, thousands (That's enough thou- BLOCK CAPITALS PLEASE 

SR BR e USERS | sancs —ED) of copies of a spec- 

having a DEBTOR OF THE ial Issue Zero given away free. BRENO aa Ip Ga Dra [ASSIS TS 
MONTH siot. Come and see us on the stand Pla o 1 O ARENA SRD SD O ST 


Hmmm. Could prove interest- 
ing... Next muntf maybe. 


USEFUL ADDRESS 


gd q E] beat! of te Aa requests tor assistance. om | 
tHtne mos + pu Blix Spir ted thing to dois to E 
address thrc ie which Arcadia freaks should be able 
f. Rabbit soltware Treaks shoulc 2 De 8 
get their fan mail to Heather Lamont via the same le E erbo) x, we he 
fe | 
| 8 Mark Butler, Coppice Farm, Coppice Lane, Tarbock, Huyton 
7051 489 2007 


do might even let you feed 
us! . 





o ON a cvs POStcOde 
| enclcins a cheque or Pontal order made pavable to E 
"CRASH Mail Order' for £3.50 (includes VAT, post 
and packaging). Please do not mail any coins. Send 5 
to: SHADONWFIRE TUNER OFFER, CRASH MAIL 

ORDER, PO BOX 10, LUDLOW, SHROPSHIRE 

SvY8 1DB 
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TIS something of a delight to 
set back from holiday and 
Jiscover a wondertul looking 
game from a software house 
whose name is connected with 
the beginnings of Spectrum 
software, namely DkK'tronies. 
Popeye is be irad mastertul, 
using masking techniques so 
that the extra large and cartoon- 
like animated characters move 
around each other and the 
various buildings without the 
least hint of a colour attribute 
clash. think it's à delight 
because not only have we here 
got a software house whose 
roots go back to the beginnings 
of Spectrum software, [and so 
many of them seem to have 
suffered badly of late) but one 
whose game for today shows 
| that there is still a bright 
tomorrow for Spectrum 
software development. And 
gosh, wasn tthata mouthfulofa 
sentence? 


| Um notthe only one who's bean 
on holiday, Paula Byrne of 
Melboume House has just come 
back from the Spanish resort of 

| Terrormolinos, where she 

| enjo sapo é bon family package 
| holiday with the added benefits 
of getting sunstroke, typhoid, 
being gored by a bull, stuck in 
prison and getting food 
poisoning. What's more she 
took snaps ofall these happy 
incidents and gotthe 
programmers of Hampstead'to 
turn it all into a game. Naturally 
| they called it Terrormolinos, and 
soon you too will be able to 
savour the delights of a Spanish 
holiday, just hke Paula. This 
probably won't make her 
personalhy rich and thus able to 
afford the Bahamas next year, 
but it always makes you feel 
better when you know others 


vou did, and all for 7.95... 
However, back to the less than 
delightful; a London company 
called Central Solutions is 
releasing four titles under the 
name of Pocket Mon 
Software at the very, very low 
price of 99p each. They are 
called Devil's Descent and 
Valley of the Dead, both arcade 
| games, and À Tangled Tale and 
DSi Quest a graphic 
adventure anda text adventure 
respectively. In Valley of the 
Dead vou guide a balioon 
through caverns avoiding 
nasties and the walls. With a 
left/right control and an 'up' 
blast to keep you from the 
effects of gravity, the game 
offers three different caverns, 
each with three difficulty levels 
of linked screens. The first 
cavern loads automatically but 
the second and third are loaded 
separately — a real nuisancçe. 
Devil's Descentisa 'sort of' 
Lunar Lander without à moon. In 
fact sa vertical version of 
Valley of the Dead — say no 
more. There are dO screens to 
descend through with several 
difficulty levels to play, Both 
these two games are written in 





are entoving themselves justlike | 





A taste of 
feature, and É 






[o o 


BASIC, and both showed an 
alarming tendency to crash for 
no apparent reason. | don't see 


| how anyone can make money 


out of md da game for under a 
pound, but the quality of these 
two leaves lrttle to the 
imagination. 

Crystal Quest is a Quilled text 
adventure, and unless | am 
mistaken, discourteously there 
is no mention ofthis fact. lt starts 
on a space ship and the object is 
to rescue people stranded on 
ptanets by beaming down to 
their surfaces. Being Quilled, the 
responses are fast and a nice 
character set has been designed 
to add some flair. The last, ; 
Fangled Tale is a graphic 
adventure, also Quilled and with 
a very difficult to read although 
attractive looking text. It's set 
somewhere in Wonderland, and 

ou're helping Alice. | think 
eave the rest to Derek Brewster 
iwho after Gargovle's recent 
release has become known as 
Well Dona Derek). À further 
eleven text-adventures are 
intended for release almost 
Lia pinças É 

Talking of Gargoyle Games, 
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ond"s ELINDOR showing the landscaping' 
+ a host of the characters you may meat. 





fans of their remarkable graphic 
adventures Fir Na Nog and Dun 
Darach will no doubt | 
delighted to hear that Greg Follis 
and Roy Carter are hard at work 
on a trilogy that willoperate in 
much the same way as the two 
previous adventures, but the 
new games are set in space. 
Greg has worked out a complex 
scenario spanning centuries and 
the trilogy will work its way from 
Man's expansion into space, to 
his encountering alien and 
unpleasant intelligences in the 
furthest reaches of the galaxy 
that force humankind back to 
their own solar system and 
finally to the fight to protect 
fortress Earth. The three games 
won'tof course encompass 

uite this magnitude of story, so 

reg is writing some pretty 
hefty chunks of “intro” to each 
that will take the story some 
stages on and set the scene. The 
first game is called Mars Port, 
and | wonder whether the hero 
will be a descendant of 


| Cuchulainn...? 


Not content with three 
mammoth adventures, 
Gargovyie are also releasing 


MERELY MANGRANMMERELY 


EnpERS 





what callAÃ Gargoyle 
Special Edition “Just For Fun' — 
not so much an adventure as an 
arcader, the game is called 
Sweevo's World. A Sweevo is a 
Self Willed Extreme 
Environment Vocational 
Organism, in other words, a 
robot, He's supposed to be 
highly intelligent, capable and 
dedicated to specific aims — 
unfortunately things didn't turn 
out too well, and the result is a 
bumbling, none too brightgreat 
big idiobot that keeps bumping 
into things. Gargovle will say no 
more, but Smeevo's World will 
cost E7,95. 

Another game set in space 
and due in mid-October is 
Stephen Crow's follow up to the 
CRASH Smashed Wizard's Lair 
for Bubble Bus. Called Star 
Quake, it's about an unstable 
e ba emerging from a black 

ole which, according to the 
scientists at Bubble Bus, will 
explode and cause a star quake 
so strong that the entire 
universe will be demolished 
(presumably for a hyperspace 


'* bypass). You have to guide the 


bio-robot sent to rebuild the 
unstable core and'so prevent 
universal disaster. The 450 plus 
locations include features such 
as anti-gravity lifts, teleportals, 
security doors, planetary beings 
and much more besides. k wil 
sell for £7.95 and more when we 
ses it, 
Beyond has a host of major 

rograms scheduled fór the next 
ew months which include Mike 
Singleton's third in the Midnight 
úilog Eve of the Moon, Spy vs 
Soy if, the second Shadowrfire 
game from Denton Designs, 
called Enigma Force, there's 
also Elindor, another 
Decir id À adventure not 
unlike the Midnight games, and 
their big Christmas release 
Superman. Eye of the Moon has 
been delayed somewhat by 
Mike's 64 game Quake Minus 
One, but he's hoping to get on. 
with finishing Eye starting about 
now. Spy vs Soil have seenan 
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the Commodore, and it looks 
even better than the first. The 
two perpetual enemies are on a 
tropical island in search of a 
secret weapon. Youwinthe 
game by discovering it first and 
ascaping on a submarine. The 

display is very similar to the first 
game with its split screens for 
gach player, but unlike part one, 
on this island you must make the 
traps by collecting and 
assembling pieces from the 
surrounding landscape. The 
istand is 3D in the sense that 
moving to the back" of'the 
screen will take you into another 
location if there isan exit there. 

An interesting program just 

out is the Shacowfire Tuner. 


This icon-driven programallows | 


alteration of various factors of 
the main game. On loading you 
are presented with a display 
similar to that of Shadowire 
itself, and by using the joystick, a 
cursor can be moved across the 
main menu icons to select sub- 
menu icons. In the sub-menus 
the main-characters' attributes 
like strength, agility and stamina 
| may be altered; you can also 
alter the start location of 
rticular objects like grenades, 
aser guns etc; you can alter the 
start locations of various people 
too, in fact anyone except Kryxix 
“and Zoff. lt also allows you to 
change the enemies” attributes 
— they only have one, 6 
strength. For each attribute 
there is a bar graph and and 
increase/decrease icon. 
Replacing objects or people is 
done by serolling over a map of 
the ship section by section and 
| ofcourse this also allows you to 
| map the game. The Shadowfire 
Tuner costs £3.50, and for a 
month will only be available 
exclusively from CRASH Mail 
Order (see prog 19), and 
thereafter from Beyond, but it 
won'tbe appearing inthe shops. 


Martech have a couple of pre- 
Christmas releases planned, 
one ofwhich promises to be 
very exciting to arcade/ strategy 

| fans. Have any ofyou seen the 
make-it-yourself model monster 
kits that Tomy market, called 
Zoids? Ifyou haven't, then Zoids 





| at between £B and £9, 












a, 


are robot dinosaurs of varying 
size and power driven by goodie 
or baddie androids. The 
monsters are heavily armed and 
battle against each other 
incessantly (see the 

forthcoming series of comics 


from Marvel). The toys allmove | 


mechanically and the bigger 
ones like 'Redhorn the Terrible 
and 'The Mighty Zoidzilla” are 
battery powered. Well Martech 
are releasing £ord's the 
computer game sometime in 


| mid-Oetober, What makes this 


game extra-special, however, |5 
ts programming team, The 

lectronic Pencil Company 
whose prestige is riding high. 
after the massive success Of The 
Fourth Protocol, | 

There's a profile of The 
Electronic Pencil Company in 
this issue with a bit more about 
doids, and we'll be featuring a 
large preview of the game quite 
possibly in the following issue of 
CRASH. | 
The other Martech release is 

Geoff Capes Strongman based 
on the sporting exploits of 
former Olympic shot pufter, 
World Strongman and Highland 
Games champion. This isn'ta 
gd bashing sports game, 

ut revolves more around the 
strategy required to bring Geoff 
to the peak of physical fitness for 
gach event. The actual events 
then require skill and split 
second timing to result in 
success. Both games will retail 


Other items of forthcoming 
interest must include Odin's 
follow up to Nodes of Yesod and 
called Robin O' the Wood, (but 
there's a preview ofthat 
elsewhere in this issue) and Elite 
from Firebird. This has 
untortunately hit some 
programming snags and been 
delaved — we were hoping to 
have seen it by now and provide 
you with-a few screen shots 
since the other day Firebird 
despatched a BT courier hot 
with copy from the Scotland- 
based programmers to Ludlow 
International airport (which 


meant getting off'the train at 
Birmingham and then taking a 
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two hour bus ride) but the demo 
had some bugs and so the 


| courier whisked through 


Birmingham back to London 

leaving a weekend emergency 

previewing team in tears. Life is 
aedl! 

And | mustn't forget Steve 
Turner (welliwho could?) who 
has a new one out soon for 
Hewson Consultants. Steve, 
neverat a loss for words says, 
"Shoot em ups are back in 
fashion, so I've developed loads 
of new techniques to slot them 
into the adventure movie 


| structure. Sowhat's he on 


about... ? Nothing less than 
Avalon meets the Seiddab 
(remember them), The game's 
called Astro Elone after the 
robotic clones who are battling 
to outwit the Seiddab warriors 


| on2istecentury planetoids, 


Despite the shoot em up aspect, 

Steve promises the same sort of 

problem-solving moving 

aranica as he used in the two 
valon games. 


In keeping with the hallowed 
software tradition of releasing 
similar games at the same time, 
Elite have announced 
International Basketha!!, 
although there's some 


* confusion because | heard some 


mutterings that Platinum 
Productions iwho tend to do 
stuff for US Gold and Ocean) 
were also doing a conversion, 


| and now a press release has 


appeared from ine 
announcing World Series 
Basketball (E7.95) for the 
Spectrum. The game features 

3D vector graphics 'to increase 
the pipe s perception of space 
on the screen, as well as a two 


| Pp option. Sticking to sport, 
KG 


d (the British aspect of 
US Gold) is releasing the 


| exclusively licenced Mexico 85 


World Cup two weeks prior to 


| the commençcement of the 


World Cup finals (no, don't ask 
me when that is, do Lhave time 
to watch football on the telly?)! 
This will cost some £8.95. 
Legend are releasing 
Komplex City this month at 
[9.95 and as Iwrite a preview 
copy is supposedly winging its 
way towards me so that Ican see 
for myself that the Right Hon 
Jeremy Spencer KGB CDM 1942 





Morgan wasn't conned by big 
square blobs moving around en 
the screen without attribute 
problems. Legend are naturally 
proud of this development, so 
viado pity DK'tronics beat them 

| to it. 

The very lovely looking Hupert 
and the Toymaker's Party by 
Argus Press Software is also 
being made available on the 
Spectrum during September. 

ere's rather more to the 

raphies (at leastonthe 54) than 
there is to the game, but ft's still 
quite a tough platformer. PSS 
are looking to an old arcade 
sport for their next hit, and have 
relgased Macadam Bumper 
(7.95), a piece of French 
software which, apart from 
being a jolly game, i5 also & 
pinball construction set — or 
what the French would call a 
Flinper Modulaire. There's a 
prize riding on ittoo — a real 
pinball machine to the best 
designer of a table using the 
game. Also from France comes 
their MCoder 3, which has done 
rather well, Em told, in Tech 
Niche (A Collins.  Anglo/ 
Française Dictionary is not 
required). 





Last but not least (and talking of 
compilers), the compilation 
craze is catching on, and who 
better to do same than the 
compilateur d'extraordinaire 
Virgin? The well known music 

| tapes 'Now That's What | Call 
Music” have inspired Virgin 
Games to put out Now Games. 
The first tape contains Lords of 
Midnight (Beyond), Arabian 

de rn (Interceptor), Everyone's 
a Wally (Mikro-Gen), Brian 
Blvodaxe (The Edge), Falcon 
Patrol ll and Strangeloop (both 
by Virgin). The tape is beim 
supported by a £100,000 
qe A and the compilation 
costs £6.55. 


There's probably a load more 
tidbits I've left out, but my 
concentration is suffering from 
ali the chaos caused by 
everyone getting ready for the 
Personal Computer World 
Show, where CRASH, ZZAP| 64 
and Newsfield's newest 
addition, AMTIX! (Amstrad 
don'tyou know) will all be on 
show. More Merely next Month, 
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Just dying to get out? ST CRIPPEN's is to the average 
hospital, as a caption writer's office is to a penthouse suite. 
Dodge the bedpans... and mind the nasty nurses in the 
corridors and wards of the horror hospital. 


Producer: Creative 


“pg | 
Memory required: 48K 
Retail price: £1.99 
Language: machine code 
| Author: D Bowler 


you have ever beén in hospital 
then then this game could re- 
kindle some of yóur worst mem» 
ories. lt seems that you have 
suffered some sort of slight acc- 
ident and have woken up in à 
hospital, assessed your injuries 
and your accommodation and 
decided that the former doesn't 
merit the latter. In short, you 
want to go home, 

at. Crippins must be the nasti- 
est hospital on Earth. The inlay 
card claims that all the patients 
are “literally dying to get out”, 
The first problem that you will 
have to cope with is the fact that 
while you are still wearing your 
hospital pyjamas, you haven't a 
hope of slipping past the sec- 
urity guards. Your most import- 


togs, and the only sure way of 
doing this is to trade with the 
other patients. Moving round 
the hospital would simply be a 
matter of weaving in and out of 
the fixtures and fittings, beds, 
tables, boilers and piles of wash- 


tal staff are not only under 
orders to restrain any wander- 
ing patients, but they are 
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St.CRIPPENS 


ant task is to try and find some | 


ing. Except that all of the hosp- | 








induced so to do by a bounty for 


| each one they catch. 


Each room or ward contains 
the furniture that you would 
normally expect to find in a hos- 
pital, and is occupied by at least 
two members of staff. The 
moment you walk in through a 
door they will startto home inon 
you, thinking of their bounty. Try 
to evade them by dodging back 
and forth inbetween the rows of 
beds. At all times be careful not 
to be trapped. If a staff member 
gets you then expect a very 
severe ticking off, so severe in 
fact, that every encounter with a 
staff member will add to your 


| across a patient who may be wil- 





injuries. 

Initially, you are only ten per 
cent ai Ufo but after being 
caught five times your injuries 
will have increased to thirty five 
percent at which stage your 
character will have very visable 
limp. By the time you reach sixty 
percent injuries you will be limp- 
ng about on crutches which 
limits your speed somewhat, 
Beware of the other dangers, 
bed pans left on floors, patients 


playing darts and even the res- | 


ults of genetic experiments, On 
your travels you should come 


ling tó trade clothing in exch- 





| clothed, you can begin the long 





6 “This maze-ish sort of game 


| 6 This isa very difficultgame to 


Sound: fair 

Skill levels: one 

Lives: 18 

Screens: lots 

General rating: a simple but 

very witiy game 

Use of computer 45% 

Graphics 55% 

Playability 70% 

Getting started 75% 
' Addictive qualíties 67% 

Value for money 80% 

Overall 72% 


ange for other items that need to 
e pe from other wards. Fully 


and dangerous trek to safety. 
Good health. 


CRITICISM 





& “Nothing about this game 
particularky stands out as being 
good but there's somethi 
about it that appeals to my sick 
sense of humour. [love the way 
your man's health deteriorates 
as he touches nurses and the 
like, The way the other patients 
behave is also very amusing — 
for instance if you walk in front 
of the television in the geriatric 
ward, those watching will leap 
up and beat you in. The graphics 
in this game are not very detail- 
ed so it is quite a job to work out 
which one of the figures walk- 
ing around the ward is yours. À 
nice little game that errs on the 
side of monotony after a while. 


left me with mixed feelings. Yes, 
there were certainty elements 
that ! enjoyed, but also many 
things | disiiked. St Crippins (5, 
as far as this sort of game goes, 
nothing special. But some parts, 
like the escapee struggling as 
his health deteriorates, are good 
fun. The graphics are pretty poor 
and the characters very small 
Movement of the figures is 
again nothing special but in their 
own way they are quite neat. 


come to terms with. | hugely en- 
joyed the wit and humour of it 
all, which must certainly be its 
strongest point. The graphics 
are not very smart but they do 
work very well, and to be fair | 
think that the authors have done 


do the things he does given his 
size. Falling over the bed pan is 
very well animated as well as the 
obvious deterioration in his 
health. Forthe money [think this 
is a good game if only because 

ou're bound to have quite a few 
aughs over it. 


COMMENTS | 


Control keys: cursor keys 
Joystick: Sinclair 2, Cursor and 
Kempston 

Keyboard play: poor choice 
Use of colour: restricted 
Graphics: simple 


very well making the character | 
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COMPUTER GRAPHICS LID, 


SPECTRUM — COMMODORE 64 — AMSTRAD - MSX — B.8.C. MODEL B — COMPATIBLE 
TELEX 628332 GAME G TELEPHONE SALES 051-709 4462 — 
E NODES OF VESOD” IS A COPYRIGHT OF ODIN COMPUTER GRAPHICS LTD 
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ainly too many late nights 





Producer: Design Design 
Memory required: 48K 
Retail price: £6.90 
Language: machine code 
Author: Graham Stafford 
and Stuart Ruecroft 


Design Design have: produced 
some pretty spectacular games 
in the past so it was interesting 
to follow the development of On 
the Run from it's early days 85 an 
idea in a Public House to the fin- 
ished game on the — seemingly 
— public CRASH software desk. 
The inlay itemises the features 
of the game, the most striking of 
which 1s an abundance of mush- 
rooms. Also listed are the feat- 
ures not included: orchids; buns 
and leg warmers. Almost cerm- 
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writing this one chaps! 


" Essentially, what Graham and 


Stuart have cooked up here isa 


very large and complex maze 
game. You play the part of Rick 


Swift, or Rick for short. Rick is 
the sort of character that makes 
the news pages for doing-good. 
This time he has bitten offa lítile 
more-than he can chew. Anxious 
that his next stunt should make 
the front page of every marm- 
alade staine danado rag, Rick 
accepted a task from the 
Defence Depariment'to clean up 


an atea that had become con- 


taminated by a spillage of chem- 
ical wontono: The plants and. 
wild life that had lived the sort of 
quiet life normally enjoyed by 
plants and wildlife, have now 
suffered from the effects of the 
chemicals, to such an extent that 


“most of them have mutated into 


such strange forms and become 
so miffed by man in general, for 
his callousness, that they really 
want to get their own back, 
Since Rick is the idiot going into 
the zone he is going to have to 
cope with the angry mutations 


which include anything from 


iant mushrooms to a pair of 

ody-less jaws. | 

The Ministry had the decency 
to equip Rick with a suit which 
will protect him from the effect 
ofthe chemicals in the zone. His 
jet pack helps him move around 


ELUR nt 


ar i 


legal rio 
sê aa] À Em E 
E E] E! tn dj to qn 


tm! 


a reida po 
Hi 


the maze. Generally 


RA 


at speed, which is just as well 


because the six remaining flasks 
that must be collected will 


degrade in one hour — then Rick 


will be dealing with something à 
sight more dangerous than a 
bunch of neo mutated flowers. 
The suitworks well except when 
it comes into contact with one of 
the mutations, then it starts to 
degrade and, unless its energy is 
restored, will reach the point 
when it is useless and Rick will 
pass away. ma 
There are lots of wisrd and 
wonderful objects lying around 
they 
produce one of four effects: 
death; more energy, get you 
into another zone or... do 
absolutely nothing at all. The 
mushrooms are the best and 
safest source of energy but for 
everything else you will have to 
experiment. With regard to the 
mobile objects within the maze 
the best action |s to Zap every- 
thing, ask questions later, To 
make life a little easier you 
should discover a few smert 
bombs littered around the place. 
These are very useful for clear- 
ing areas full of mobile mutants. 


Rick, the 


The maze itself is very large, 
weighing in at something over 
300 screens, and is divided into a 
number of sections. However, 
you can only move from one 
section to another if you have 
collected one particular object 
from the area you are already in. 

Above the main display a bar 
graph lets you know the con- 
dition of your suit, and above 


that a clock tells you how much 


time is left before the flasks de- 


grade. If you collect any smart 


ombs they will be shown 
underneath the empty slots 
waiting to be filled with collec- 
ted flasks. Points are awarded 
for killing the mutants and your 


score is updated at the top left of 


the screen. The only thing 
Design Design left out was their 
traditional high score table, still 
they do apologise, so that's OK. 


e “On The Run is án extremely 
colourful arcade adventure of 
the maze variety. The graphics 
are very neat and very smooth. 
The game is instantly playabie. 


govdio-twu-shoos types, does battle with Furious 


Hora down amora the mushrodims in Design Desigr'a ON 
THE RUN. di 
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includes some very nice 

| touches, for example you can't 

—  gothrough some entrances until 

| e have picked up an object. 

: ere is such a variety of objects 

| ick up it will be some time 

Dre you manage to assess 

the value or danger of any of 

— them. Worthy of a CRASH 
Smash.' 


: O “Where's the front end? | was 
really looking forward to the 
7 huge list of aa that seem to 
have become a De sao Design 
hallmark. Not even a high score 
table this time, whats the idea 
Ê al ? However, after aii open- 
4 pe fo was 
as the really superh 
graphics — in a way they re- 
1 minded me of Jetpac from. Umt- 
—  imate. [loved thewide variety of 
1 different creatures that inhabit 
1 the playing area. Some of them 
bear a vaque resembliance to 
| creatures found in fantasy 
1 games. The maze is separated 
E intó sections, and frogs guard 
the entrance to each one, Each 
new section has more nasties in 
| it so it's tougher to stay. alive. 
| Generally Asc playing this 
game, but what's more [can see 
myself doing so for the next 
couple of months.” 
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e My frtend lent me his do 
“trum when mine Som ampnA after 
“tunning this qi but what a 
way dE highi Egas 
Podre great gra ics for the 
! various flora and fauna. The 
—  hrepressible Design Design 
humour comes through very 
E Rel! | especially loved the 
o arado ng teeth. The objective is 
a pretty simple but the sheer size 
| E the game Fsb great 
. a À beto 
| The things at 


e shoutd be proud ofthis one.” 





Control Keys definable 
Keyb pe responds well 
Veeai colour vor very attractive 
raph + rb 

Sound Sound: limited butit has good 
Po ba 
Lives: one, more energy: can be 
E esfeção 


Econ al rat ng pe 
peindorho ould appeal 


— Useofcomputer 90% | 

— Graphics 92%. 
Playability 85% 
Getting started 89% 
“Bddictive qualíties 93% 
Valuefor money 85% 
Overall 91% 
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will take a líttie more time. 








THAT'S 
THE 





SPIRIT 


| Producer: The Edge 


Memory required: 48K 
Retail price: £7.95 
Language: machine code 
Author: Steve Lipowicz, 
Andrew Blazdell 


This is one of those games for | 


“which you should pack a case, 
ready for a journey of discovery. 
You know the sort, the instruc- 
tions are so vague that you feel 
vou may as well write some of 
Your OWN, 

Which keys to press and how, 
is well explained — the con- 
fusion surrounds the why. The 
game 15 set in the future, in a 
time when the Goverments of 
the World have taken leave of 


| their senses. Crazy laws are in 


force: by law, to preserve World 
Unity, all cíties are called New 


also has a bes in its bonnet 
| about spirits. Not the alcoholic 
spirits-that were subject to some 


America, no, this Government 
wants to impose prohibition on 
spooks. So, here you are in New 

ork, setting out on your rounds 
as a sort of futuristic ghost- 
hunter. | 

The Edge have kindly prov- 
ided a keyboard overlay on the 
reverse of the instructions. (VVell 
it will be an overlay if you have 
the rubber-keyed job and a 
sharp knife with which to cut a 
few holes). Twenty three com- 


don't fancy cutting holes in your 
inlay, don't lose 1t! Glancing at 
the commands at your disposal 
will add to your initial confusion. 
Commands such as Est”, 'Take' 


to terms with some of the other 
commands: 'Connect”, “Throwe' 
or even 'Smear' for example, 


At the start of the game, the 
main display shows you as a 
little white character complete 
with baseball cap, against a 
backdrop of the New York e 
“hne. Four indicators reside 
under this main screen, Two bar 
graphs show your fatigue and 
sanity levels. The occasional 
nap reduces fatigue, while 
avoiding stressful events, such 
as meetings with ghosts and un- 


pleasant dogs helps preserve | 


- sanity. A ghost detector and 
score indicator are also prov: 
ided, and an 'examine” facidft 
allows you to take a closer loo 
at objects you've collected, 

Your character can move to 
the leftor right, and as you do so 


the backdrop serolls behind you. | 
come 


Occasionally you will 
across doorways or entrances to 
subways — it's up to you to find 


York. The World Goverment | 





equally confused statutes in | 


mands can be invoked by a | 
| single key press, so even if you 


and 'Examine” are fine, Coming | 


"really a boon, as is the mode of 





What's that ghost doing by that lamp post? Is it a canine 
spook ? While taking a close look at the key you ve collected 
[lower half of the screen] you heat a hasty retreat, stage 





right in THAT'S THE SPIRIT. 


out which are of any value — not 
ali the buildings can be entered. 


Trying to work out just what | 
vou need to pick up and what 


vou can leave behind is an early 
problem. You can only carry six 
objects at once, and will have to 
face some tough decistons. The 
game requires a little more than 
vou just having the correct 
object at the right place, how- 
ever. À lot of objects have obv- 
jous uses, a bone for an awk- 
ward dog for example. But there 
are more difficult connections to 
make (that was a clue), More 
often than not the objects them- 
selves will give you am indic- 
ation as to how they can be 


used, 

Similarly, the subways can be 
used to great advantage once 
vou have leamt how to make 
them work. You have got plenty 
oftime to solve these problems, 
your onty difficulty is keeping 
your sanity level out ofthe red.., 
. 80 try not to tangle with the 
ghosts until you are suitably 
equipped, otherwise you may 


end up more ASHen than you | 


already appear to be (that was 
another little clue). One further 
point for those who get well into 
the game, The Edge assure us 
that there IS a mouse. If you 
don't believe them, then you are 
looking in the wrong places, 


CRITICISM 


O 'Ican't agree that the graphics 
ne Edge claim them 





are 3D as 
to be, but having said that, they 
aren't too bad, except for the 
profusion of mucky colour 
clashes. Thats's The Spirit is am 
adventure, so the graphics are 


play. Don't expect to finish this 
game is a couple of hours — 
even by adventure standards it 


takes some sussing out. Allin all | 


it's a very acceptable game, 
being witty and fairly easy to 
get into. 
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| some thirty control keys staring 











O was a little apprehensive 
about playng this game, with 


np at me. Most of the time, 
though, you on'y need the move 
left and night keys — the others 
are onty used occastonally for 
picking Up, USING or examining 
objects etc. In some ways, this 

ame has the same fee! as Dun 

Jarach although the graphics 


With your pet OL in tow, Ft seems, you try to catch a train in 
THAT'S THE SPIRIT, a complex graphical adventure which 
requires you to use an overtay for pour tumbie keyboard. 





| amusing. The keyboard overlay 


| Screens: N/A 
| General rating: well above aver- | 





Use of computer 79% 
Graphics 74% 
Playability 82% 
Getting started 60% 
' Addictive qualíties 82% 
Value for money 85% 
Overall 82% 





are not nearty as good. The 
sSimilanty Mes in having this 
bloke ambling around some 
scenery trying to get on in lite, 
and having to solve a number of 
Problems in order to do so. To 
begin with, | thought this was | 
going to be an uncompeling 
game, but after five hours of 
solid play my curosity mins, f 
want to find out how to get 
further on.* 


O “This game is superb, | love 
the idea of the game and love | 
playing it. An adventure that has 

| scale moving graphics with 
powerful vet easy to use input 
should not be missed. There are 
a lot ofwitty elements, the use of 
the 'swear” command induces 
panic for a while, and inputing 
"C5' into the computer which 
appears in the game is also 


is very useful and makes the 
game a joy to play. |lhave a great 
deal of respect for adventure 
games but have always felt that | 
their appeal was limited by the 
way they interacted with the 
player. The Edge have produced 
a game that adds to the trend of | 
raro adventures more acces- 
sible”. 


“COMMENTS 


Control keys: as per overlay 
Joystick: Protek and kempston 
Keyboard play: complex but a 
pe aide memoir provided 

se of colour: lots used but 

tenty of clashes 

raphics: quite detailed andado | 
much to the game 
Sound: a good range of spot 
effects 
Skill levels: one 
Lives: one 





age 























5 “e? The poster s 901 
Quicksilva verem across the middle of the pianet, but=r 


Dead good, this Mir Rowe bloke, pen tl 


E 


this is how his original pantina looks... 





Think you have? Well, get it out quick, 
and enter the QUICKSILVA CHALLENGE! 


Have your very own Hologram! À chance to win one of thre 
poster by playing “UP and playing the game. . -- 


A few weeks ag0, WE were the 
lucky recipients ofa visit from But enough O! this rambtng 
Paul Hargreaves, the chapwho ON: “time for another Alka 
wrote Glass for Quicksilva. Geltzer (Burp! These 
Paul's quite a smart cookie — he expense ac 
wrote the game while he mas how do you 
sull 15. Glass 18 his first machine time you settie clow! 
code game. No! bad for à Glass, you end up with a 
learner, ent tr e'd already 991 ranking, based on you, score. TO 
Borzak and The Killing under his begin w th, these rankings arent 
belt before he sta red work On too flatterina — there's half a 
Glass, mind yOU, So he's not dozen rude Ones, including 
completely Mem to games Terminal Wally, Galacte 
writing.) Dustman, Commodore 

Peter Holme from Argus press Owner!) Cosme Cook, and Tax 
Software also came along for Inspector. 
the nde — well, If you TE Às vou gel Hetter at the game, 
constg ned to am office in however, wD W start to make 
London, the chance ofatripão progress to che highest rank 
Ludiow is nOLLO pe sneezed al, attainabie. GAME LORD. 
Quer lunch, Peter thoughtitdbe Starting with SPACE CADEL, the 
à Good Idea to have & Glass first non-rude ranking, there are 
competition this issue, and your pwelve more ranks tó GO 
'umbleminion had to agres through, before you become a 
(Not straight amar, you under Game Lord: 
stand, this Holmesy chap's gol What you need to do, is play 
dr Expe nãE accoum VI EJERS la tol 1, get g00 dat it. and 
knOm.» | note down all the rankings ves 

ampnay, UHE!) Quicksilva can. The fifty Eres prizes will be 
have specially com missioned awarded in order oi merit, to the 
three Holograms of the space” people nhove got the highest 
ship in Glass, which have peen rankings — ane it you lot prove 
created by the team at Holo- to be as good ai playing games 

raphix — chums of Rich 4s vour Minton told Holmesy 
henfield, last month's On The vou are, we'|| justhave to take a 

Cover artist — and we'll DE draw from a hatful o! 
doing a feature of them next GAMELORDS entries, won! 
issue, lasers willina. These we? 
Super aD piCCtes are up for grabs Best of luck, and gel WOuT 
as the top three prizes in this entries Into GAMELORL 
competition. Compettton, PO Box 10, 'Kpep moving om the sheets with moving droids', was ONE 

And to complete the On The Ludiow, Shrops hire, 5Y8 IDE tO piece otadvice Pa ul Hargreaves pass ed on for your benefit 
Cover tie-in, We can also offer arrive before 2Bth September, — should come in handy on pour journey towards GAME 
ffty signed copies ot a very jolhy wnenwe' sort aut /00 Wins WOL. LORD status. He also said it's best to 90 through the €. 3h 
poster Davio Rowe has pro” mns screen as slowly às vou can, until you getthe hang of 
duced for Quicksilva. They'll be +: and reminded folks not to keep blasting away when the 
sent out to the fifty runners up, spaceship comes anto the screen, Butto Foncentrate On 
delicately wrapper yin a lovingiy Hooray Hologramssch' I've single shots nice, helpful chap eh? Could do with a few 
crafted cardboard mailing tube, written the competisshun more of his som hereabouts, | can tell you. !kesp saving the 
specially ordered by MailOrder  [Burp 1). Can go home Now lite of a Competition Minion's noteasy, ando I've saidit 
Aqgie, SO s you pasters don Lget pleashe? in a picture captom 100 11,44 [GerTOU ofit=— ED). 
crumpled on their way to YOU. ' 
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CANIPLAY WITH YOUR 
ZOID...? 


[he CRASH Software Editor, Jeremy Spencer, seizes the opportunity to spend a day with The 
Electronic Pencil Company, during which he learns about their work on The Fourth Protocol 
and gets a bad case of Zoids. 


| could scarcely contain my 
excitement when two attractive 
ackages arrived at CRASH 
| Towers; they rattled beaut- 
fully. Sadly, one was addressed 
to Mr Roger Kean, the other to 
our very own Mr Graeme Kidd. | 
can't su that Iwas tempted to 
scrape a little wrapping off have 
a peek. 
Just as my fingers found a 
hold on the sellotape, in 


stomped Graeme. It's not that | 


he's an aggressive sort, but his 
newly shaved head and gleam- 
ing Doc Martin boots lend him a 
somewhat menacing air | 
replaced the box, retreated to 
Ag À desk and peered out from 
behind my monitor. 

| watched as Graeme peeled 
off the wrapping and cast its 
contents onto his already 
muddled desk: he had got a 
£oid. Sounds nasty | know, but a 
 Zoid is in fact something that 
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you would be grateful to catch, | 
would be. Graeme opened the 
carton and stared bewildered at 
the pile of components it con- 
tained. He ungraciously refused 
my eager offer to help him build 
the thing, but did allow me a 
peek at the picture on the box, 


This Zoid was Red Horn The | 


Terrible, an powerful looking 
robotic monster, bristling with 
uns and armour. | could see 
that here was an awesome toy, a 
toy to fire the imagination. | sat 
down, sucked my thumb and 
dreamt of Zoids: Zoids at war, 
fighting each other for the 
domination of some wretched 


planet — what a game this | 


would make. 

Having failed to get my hands 
on either Roger or Graeme's 
£oid, | resigned to sulking in the 
corner. Soon, Roger took pity on 
me. He explained that since he 
was just too busy ptaying with 





his Zoid, perhaps | would like to 
pop off down to London and 
ave a chat to the team writing 


| the Zoid game? What a ques- 


ton! ... a chance to meet the 
men who would breathe lie into 
these monsters, the men who 
would turn fantasy into a com- 
puter game — the men who may 
just have a spare Zoid or two. 
Hastily | scribbled down the 
address of the meeting place — 
an Halian cafe with a strange 
name, just off Cambridge Circus 
in London. | tumed and grabbed 
the photo-chemical image- 
storage device and made for the 
Morgan before anyone had the 
chance to change their mind, 


| The engine burst into life, and 


the car shot forward with a 
scream. (The scream was from 
the competitions editor who had 
been polishing the exhaust — 
silly minion.) was on my way to 
a rendevous with The Electronic 


Pencil Company. 

The EPL, as they are known to 
their friends, consist of Rupert 
Bowater, Benni Notaraianni and 
roughhy half of Paul Norris (the 
other half of Paul is reading hist- 
ory at university). The fourth 
person dd was Chris Favers 
from artech, the software 
house that had commissioned 
the Loid game. Faced with the 
opportunity of meeting the team 
responsible for psi together 
The Fourth Protocol | couldn't 
résist asking a couple of quest- 
ions about it, Like, for example, 
how they had come to do it and, 
what was the solution? 

kt was obvious that | would 


| haveto spend some time getting 


to know these guys before they 
would spill the beans, so | 
squeezed myself onto a seat 
behind one of the tables and | 
ordered a round of coffee. 
Rupert is a tall and dashing 
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out of their po 
Theo múite stuff on the table is 
Br. 


chap who speaks in a voice that 
is well matched to his name, At 
university, while reading Geog- 
raphy, he had had a very bad 
experience with a computer and 
a punched card reader. He 
decided that he never wanted to 
speak to a computer again, 
never mind feed it punched 
cards, even punched cards in the 
wrong order. However, after fin- 
ishing a sociology course he 
developed an interest in the 
brain's visual system and since a 
great deal of the more interest- 
ing work in that field involved 
building computer simulations, 
he was fo to talk to a 
computer again. Second time 
around, he found he had a cap- 
acity to cope with computers 
“and their funny little ways. After 
leaving University Rupert decid- 
ed that he really could fancy a 
computer after all, it was simply 
amatter of finding the right type. 
| He applied for a job in the bus: 
iness world, 

One of his application forms 
ended up at Thorn where it 
began to journey from depart- 
ment to department ending up, 
eventually, in the Computer 
Games Division. Here Rupert 
met Paul and Benni, and they 
began working as a team, pro- 


are the £o 


ducing games software for the 
Texas Instruments machine, 
After spending some time 


wining and dining the TI Rupert, 
Paul and Benni got to know it 
really rather well, They pro- 
duced three games destined for 
cartridges: Hiver Rescue, Sub 
Commander and Computer War. 

Unfortunately, due to circum- 
stances well out Of their reach 
none of their games ever 
reached the marketplace. 
Although the trio had been a 
little late in tuming out the final 
products, a much greater delay 


Round the table from loft to ht: Paul, Rupert, Benni and 
[ sl Dag a oo a Da 


sugar that led to the 


was caused by the company 
responsible for producing the 
ROM chips for the cartridges. At 
this time the Tiwas beginning to 
vanish from the Face of the 
Earth, so Thom decided not to 
market the games but to recoup 
their losses by other means. The 
net result was the sofiware 
industry's first chip hillock, con- 
tainin 
some 30,000 chips large. 

After the Tl fiasco, Thom 
decided to create an IBM team. 
Our heroes spent three months 
trying to persuade the powers 
that be that they did not want to 
be on such athing. Benni stayed, 
while Paul and Rupert moved 
onto programming Commo- 
dores. The two releases of that 
era, under the Creative Sparks 
label, were Java Jim by Rupert 
and ice Palace by Paul, Benni 
was beginning to reflect on his 
short post-university life, spent 
writing diagnostic programs for 
cashpoint machines. Taking 
stock of his situation, he decided 
that life could be better on the 
outside. So, at Easter last year 
Benni left Thorn to set up The 
Electronic Pencil Company with 
John Wilson. 

Paul was the next to leave 
Thorn. He went to read history at 
university, which he's still 
doing. That left Rupert, who was 
made redundant in November 
of last vear — he was the only 
one of the three to collect 
redundancy loot. Benni had 
been out in the world eight 
months at this stage, and their 
agent, Jackie Lyons, organised a 
contract with Hutchinson for the 
production of The Fourth Proto- 
col. Hutchinson wanted a dem- 
onstration for the Frankfurt fair. 
All that ECP had been been 
given was a plot for a game that 
was, to all intents and purposes, 


the three late games — | 









a very standard text input adv- 
enture game. Benni wanted to 
do something different, so he 
developed the idea of the win- 
dows and icons. His ideas were 
well received at the Frankfurt 


| fair. 


Some of the other ideas that 
had been incorporated into the 
demo simply could not be put 
into the final version — the digit- 
ised photographs are a case in 


| point, only one of them made it 


through in the end. By Christ 
mas John Wilson had left ECP, 
so Rupert took his place, and 
they had to produce the finished 
game. 
The approach that Benni and 
Rupert had used in The Fourth 
Protocol! was outstanding be- 
cause it was so fresh. Icons had 
been used before, but not to 
such effect. The Fourth Protoco! 
was the first adventure game 
that | actually sat down and 
wanted to play. For me, the icon 
system neatly took away the 
tedium that | find prevalent in 
vida ça oct 

As the members of EPC 
shared the opinion that itwas no 
gs having a games designer if 
he wasn't a programmer, they 
ended up doing much of the 
design work for the Hutchinson 
game — and they will be respon- 
sible for all the design work on 
the Zoid game. How else could 


| they achieve the originality for 


which they strive, and attained 
with The Fourth Protocol? 
Rupert voiced a very low opin- 
ion Of games that copied exist- 
ing programs or other authors 
ideas and methods, proclaimi 
such practices to be immoral. 
Another point that they are all 
pi upon is that the pursuit 
of technical excellence in a 
ame can be a waste of time. 
aul feels that “technical brill- 
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iance is all well and good ... but 
the most important lesson that] 
have learnt is never to lose sight 


of the final product”. He reached | 


this conclusion after spending 
far too much time developing a 
superior scrolling routine for ce 
Palace when a simple page 
scroll would not have detracted 
significantly from the overall 
effect of the complete game. 

Rupert remembers spending 
hours and hours perfecting the 
masking that would allow an 
object in one of his earner 
games to pass through a 
triangle without colour clash. 
Nobody even noticed let alone 
= eg my efforis'. They 
did agree, however, that much 
was owed to authors who had 
invented new techniques which 
had combined to produce 

ames that, as Chris observed 
ANO years ago people said 
were impossible”. 

As a team two and a half 
persons strong, EPC are ready to 
face their next task, even though 
it means upgrading their under- 
gd and overworked Beeb. 

was mildly surprised that they 
had rage to used an un- 
expanded Beeb for code devel- 
oprnent - it must take an age to 
compila and re-compile the 
source code. Rupert agreed, but 
insisted that since the compil- 
ation takes so long they tend to 
take a lot more care making sure 
that the code will work before 
putting it'to the test: “if you like, 
the inefficient system makes us 

roduce more efficient code”. 

hey have already decided that 
a second processor is needed, 
The only question remaining is, 
willit fit into Benni's flat? 

At no stage during the conver- 
sation, not even when we all 
received a ticking off from the 
Italian waitress for using the 


shop as an office, did my mind 
wander far from the plastic 
carrier bag at Benni's side. 
Peering over the lid and clearly 
anxious to escape its polythene 
confine was à Red Zoid, another 
Redhorn The Terrible, just like 
our own big Kidd's back at the 
Towers. Do Zoids like sand- 


wiches? Perhaps. The only way | 


to find out for sure was to try. | 
reached across the table and 
gingerhy laid down my cheese 
and tomato on brown. h was 
working, Redhorn had caught 
the scent, he began ripping his 
way out of the bag, what a 
monster! He made a bee-line for 


the offering and was followed, | 


to my delight, by a clockwork 
| Serpent Zoid, and a battery 
| powered Stegazoid. Now that 
the £oids were out in the open it 
was time to talk about the game. 

The idea to produce a game 
based on the new range of Zoid 


toys came from Martech, here | 


represented by the ex taxi-cab 
business owner, and self taught 
computer nmut Chris Favyers. 
Chris is no stranger to the com- 
puter games world having con- 
verted games to the MSX as well 
as developing software for 
some of the Dk'tronics periph- 
erals. Now that he has recently 
become a Martechean he will be 
responsible for the Spectrum 
conversion of the game. The 
alliance with Tomy, the purvey- 
ors of these beasts, promises to 
be a very worihwhile move for 
Martech as well as the EPL. 
Rupert explained: the backup 
from. Tomy has been marvel: 
lous, they are offering all kinds 
of help while managing not to 
impose silly conditions. Another 
acivantage is that we hope to be 
getting a lot more Zoids, for 
development purposes only, 
naturally. | did experience a 
sight twinge of jealousy. With 
over seventeen different types 
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of Zoids to collect, these guys 
nave something of a head start. 
The design for the game is 
impressive; it is stamped with 
the quality that EPL work so 
hard at, originality. The action 
surrounds the planet Zóoidos, a 
planet “gripped by war. Two fac- 
tions are trying to gain control of 
the planet, and thus the source 
of Zoidal power. In the game, 
you must try to sigze this oppor- 
tunity and, amidst the maykem, 
take control yourself. Within the 


hold of your space craft you | 
invincible Zoidala. | 


have the 
With him you can land your ship 


and conquer the planet. At the | 


last moment disaster strikes — 
vour ship 
destroved, and vou barely 
escape with your life. In the 
attack, Zoidzilla has been 
smashed into 12 pieces and 
scattered around the planet sure 
face. H you can find the pieces 
and re-build Big Z then you may 
still achieve your aim. 

The terramn on the planet 
varies widely, and you will be 
provided with a variety of Zoids, 
each of which is suited to the 
particular tasks you have to 
undertake. But you will still have 
to rely on your skill and judo- 
ment to destroy any local oppo- 
sition that you may encounter. 
You must fight and destroy the 
enemy red Zoids, not only to 

reserve your own soul but also 

use your Zoid needs 
energy, energy that can only be 
taken from other Zoids. 

A Zoid is a machine... well, 
sort of. À Zoid is a machine that 
is80 complex that it is more than 
a mere machine. It is very nearly 
ative. This element of life is 
something that EPC intend that 


vou should experience to the full | 


when playing the game. When 
vou take control of a Zoid in the 
game you are connected up via 
the neuro-emphatic reflex arc to 


is attacked and | 





the Zoid itself. The idea is that | 


your mind should merge with 
that of the Zoid; what you exper- 
ience will not simply be through 
a vist-screen in a cockpit but 
more through an “eye” into the 
Zoid's own experiences. To be 


adept at control you must learn | 


how to interpret the Zoid's sens- 
ations and experientes. Your 
own powers of thought must 
dominate, and control, Zoid- 
thought. As the team puts it, 
“Live the game. Become the 
machine”. 

There is no doubt that what 
EPC have here is much more 
than a 3D arcade shoot em up. 
First, the idea of being able to 
represent information in terms 
of how the programmers think 
the Zoid would interpret it and 
then forcing the gamer to inter- 
pret those patterns opens vast 
new areas for fresh ideas and 
techniques. Secondly, the game 
will be divided up into elements: 
some tasks will primarily require 
arcade skills, while others will 
require strategic and/or advent- 
ure skilis. Rupert's intention is 
that the game should bear more 
resemblance to a “science fiction 
film than a computer game: 
One final element EPC are toy- 
ing with 15 the idea of restricting 
the level of information given by 
the instructions; In effect, if you 


want tô command a Zoid you PR 
will just have to suss ft out ford 


yourself. That idea isn't so new 
as Paul pointed out, Cauldron 
was packaged in the same way. 
kt was shortly after | had 
spread sugar across the table, in 


an attempt to provide the Zoids | 


with a desert to make them feel 
more at home while | photo- 

raphed them, that we got 
thrown out of the cafe, The rest 
of the interview had to be con- 
ducted inthe street. 


would be before we could all be 





killing red Zoids at home, “Not 
KILL”, Rupert reprimanded me. 
“No? “No, definitely not kill. Kill 
5a banned word, anything but 
Kill, . . destroy, mutilate, in- 
capacitate, put out of action, 
rend apart — even tear into 
strips, anything but kill. Well 
that seemed fair enough, after 
all if someone had seen fittobar 
one little word, it wasn't so un- 


| reasonable when there where so 
| many. more alternatives avail- 
| able. Rupert continued his dis- 
| course, “You know toys with 


guns are banned in Germany? 
well fortunately even though 
£oids are bristling with the 
things they aren't banned. | 
wasn't surprised. What customs 
officer was going to walk up to 
doidzilla with a clipboard as his 
onhy means of defence and say 
Was denken Sie, Spielzeug- 
waffen sind hier nicht erlaubt, | 
machen Sie dass Sie 


wegkommen' (“oi mate 'opit, no 
tooled up toys 'ere'!).'No itisn't | 
that, Rupert persisted, “Zoids 
are fantasy toys and they don't 
count”. 





As | travelled back to Ludlow, | | 


toyed with a fantasy of my own. 
| wanted to know how long it | 


Maybe Graeme will let me play | 


with his Zoid when | get home. 
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| released 


| ultra-trendy new suit — after all, 


| maker, though. This is the highly 


| ment 


proud as it provides a Quill-style 





| games, but with a more realistic 


| aço barrel, you're unlikely to 
be abl 


Once again, we send the intrepid JOHN MINSON on a mission. This time, armed with pen, 


paper and posh suit, he goes to check out the state of play at The Edge, who are finishing off . 


their new game, Fairlight. 


| i : O a DR! 
| 
| Ê 


“a = 


CRASH has driven me to the 
edge. The Edge sofiware house 
that is, for à sneak preview of 
Fairlight, their | soonto-be 
arcade adventure 
tem. So, togged up.in my 


The Edge are located in ultra- 
trendy Covent Garden —| follow 
the instructions and venture be- 
hind the green door (hang on, 
isn't that a song?). 
Bo Jangeborg (yes, he's from 
Sweden, if you were wondering, 
but thankfully his English is 10 to 
the power of infinity better than 
my Swedish) is already sitting 
behind a Spectrum equipped 
with disk drives. He's been mork- 
ing on Fairlight since March, 
from ten in the morning to 
eleven at night, sometimes 
sleeping at his micro. Such ded- 
ication! 
When larrive he's working on 
the as yet un-named hero. | sug- 
ES Graeme after our beloved 
d! The program isn't yet quite 
completed, and the cave system 
is away with someone else 
havi the finishing touches 
added, but | am about to step 
into the tand of Fairlight. 
First a word about World- 


advanced graphics develop- 
tem that lies at the 
heart of the current program, 
and which will be used to dev- 
elop a whole series of advent- 
ures. Bo is understandably 


utility for creating games with 
an overhead perspective view, 
something like recent Ultimate 


consistency. 


big man at The Edge, as Bo takes 
our hero walkabout. Certainhy 
the settings are very attractive 
and the figure is suitably solid 
and well animated (yes, very 
much like Graeme). But it's 
when he begins to push tables 
around that | start to get im- 
pressed. 

Worldmaker's main feature is 
that the worlds it creates are 
credible. Objects are governed 
by inertia and gravity, which 
means that a wooden table trav- 
els less far when pushed than a 
small key. This realism also runs 
to carrying objects. You can 
manage up to five of them in 
numbered 'pockets, but the 
crucial factor is weight. With a 


e to manage much else 
without damaging yourself. In 
fact Bo hopes to include “energy 
drain' if you carry heavy objects 
for too long in the final version. 
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| Right, they've finally done it! 
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“Out of the first chamber, and 
into a corridor. À lot of care has 
been taken to produce an 


| aceourate-looking castle and it 
We're joined by Tim Langdell, | 


has paid off. Next stop is a 
dungeon. After the yellow ofthe 
previous room, this is dark blue 
— colour coding being part of 
the system. Outdoors is pale 
set with the cave system in 
r 


first nasty, à troll who is intent 


on doing us in. The castle is well | 


protected with quards and 
wraiths plus man-eating plants 
and wonderful semi-transparent 
bubbles which sap strength. 
There's an genoa method of 
dealing with these but I've been 
sworn to secrecy or the gods of 
Bo's native Sweden will strike 
me with thunderbolts. 

More wandering through the 
sixty screens of the castle (the 
absent caves provide a further 
twenty) and we pass through a 
lavish throne room, a courtyard 
and into a tower. Here we have 
to stack things to reach a trap 


|“ door, something which is quite 
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lts here thatwe encounterour | 


possible because DROP places 
objects in front of and nat 
beneath you. | 

In Fesnina is its realism the 
castle can be mapped — and 


should be if you're to uncover all | 


of its secrets. The combat 
system isn't yet completed, but 
any damage that the hero takes 
saps his life force, though this 
can be replenished with food. 
With the tour of this desirable 
residence completed, I'm totally 
won over. Inevitably, because of 
the perspective | viewpoint, 
le will compare the game 
with Ultimate products, but the 
similarity only exists on the shal- 
lowest level. Fairlight is much 
closer to a role paro game, 
and it's no surprise to find that 
this has been one of Bo's pas- 
times over the last seven years, 
He even devised his own system 
from which the Fairight back- 
gas stems, and it would be a 
it of a shock if future releases 
from The Edge didn't delve 
deeper into the land. 
Of course, there's a plot to 
your quest, You attemptto free a 








wizard by finding 'The Book of 
Light which lies hidden some- | 


where in the complex of 
chambers. Bo promises 'a spec- 
tacular ending . . . rather a 
surprise” when the magician is 
reunited with his tome. But the 
most impressive thing as far as 


'm concerned is the creation of | 
such a believable world. You go | 
into a room that feels real, rather | 


than into a little puzzle room, Bo 
says and Tim adds “where it 
strays away from reality, it must 
have a touch of magic”. 
—Fairigit vil é gp on 20h 
August, | was told, and will be 
priced at £9.95, though Em sure 
that with Bo's perfectionism 
he'll be making changes rnightup 
to the last minute. Already 
Worldmaker is being used to 
produce a space game which 
includes 
ences. | don't think it is risking 
much to prophesy that this has 
pushed the arcade adventure 
over the edge into the realm of 
true graphic adventuring — and 
it should make a very big smash 
when it lands! 


laser combat sequ- | 








==yqries 








































Producer: Ocean 
Retail Price: £7.95 
Language: machine code 


Roland Rat, TV AM's furry little 
superstar extraordinaire, has 
got problems. 

It all started when Roland got 
up, late for work and not exacthy 
feeling on top of the world. As if 
being late wasn't bad enough, 
Roly finds out that his rather 
decrepit car won't start. Disas- 
ter! Still, there's always the 
short cut through the London 
 Sewer system which Roly knows 
so well trom his lurid past life as 
a city rat. He'll make it to the telhy 
studios before nine c'clock, 
don'tyou worry. 

Being late is, however, lhe 
least of his problems. A highly 


have kidnapped Roly's friends. 
Yes, you've guessed it — Errol 
the hamster and Kevin the gerbil 
are in deep trouble. 

Out of the goodness of his 
heart, Roland decides to set out 
and rescue Errol and Kev. To do 
this he has to find the key to un- 
lock the door to the nasties' 
secret hideout. However, before 
he can unlock the door, Roly has 
to actually assemble it| Pieces of 
the hideout door have been left 
Iving around the sewer network 
— careless of the baddies, eh? 

Unfortunately, due to the fact 
rats ain't that strong, Roly can 
onhy carry onebitofthe doorata 
time. Whenever he collects a 
piece he has to fit it into place 
before he can pick up another. 
Worse still, there are pairs of 
wellies trotting around the place 
that weaken Holand each time 
he runs into them. Fortunately 
though, Roland is armed with 
his Instant Stic-O-Matic glue gun 
that can eject globs of glue with 
deadly accuracy, u piece of 
aquipment that is definitely not 
to be sniffed at. t can be used to 
temporarily stop the welles in 
their tracks — and can bring Roby 
| himself to a halt with à badly 





disteputable bunch of nasties | 








ROLAND'S 
RAT RACE 


aimed glob, 


If our furry friend's energy | 


should run out then it's curtains 
for him and his mates. Through- 


out the sewer there are apples | 


and hamburgers which Roland 

can eat for extra energy, but 

these are in limited supply and 

must be eaten strategically. A 

few glue packs are also lying 

cotas convenienthy, to boost 
oly's supply. 

Way down in the darker 
depths of the sewer there runs a 
regular train service which 
Roland can catch through timely 
use of his glue gun. If he's not 


| careful though, he'll end up get- 


ting run over and lose à lot of 
energy inthe process. 

Ônce Roland's assembled the 
door and opened it to release his 
chum, only worms and electric- 
ally charged areas stand 
between him, his pals and free- 
dom. But at this point Roly can't 
use his glue gun! When Erro! 
and Kev have been saved, the 
trio are transported to the sur- 
face and the game-starts over. 


CRITICISM | 


& “This is one translation from 
Commodore to Sinclair that | 
feel hasn't quite worked. The 
parasse are occasionally quite 
indistinct and aren't as effective 
as those. of the original. The 


psp isnt as good either. | 


e lack of true sound or music 
doesn't help because this was 


| one ofthe stronger points ofthe 


Commodore version. There isn't 
much to add other than the fact 
that Rofand's Rat Race is quite a 
simplified  arcade/adventure/ 
platform game that is difficult to 
te and becomes repetitious 
and tiresome after a few games. 
And there's no high score 
facility!” 


O “Here at last is the game that 
everybody mho watches telly in 
the early hours can't help but 
know about. The first fand onty | 
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E still don't know why Roland is 








If Roly snuffs it in the sewe rs. would the Coroner's verdict 
be Sewercide? Doven in the murky depths ofLondon's waste 


disposal system in ROLAND RAT 


Is that a €5 zooming along topside? Glue and Energy are 
running tow, as Roland seeks his chums in ROLAND RAT. 
What a delightful setting for a game, eh? The sewers of 
London. Doesn't anyone know that rats also live in ships? 


hope! game starring that loath- 
somecreature Roland Rat seem» 
edito meto bea bit of a let down. 
!found the game was uncompel- 
ling. The graphics are quite 
good but they get very mudoled 
vb due to the attribute prob- 
tems. The speed with which new 
screens are dispiaved is too 
slow and looks as though it 
could have been written mm 


BASIC. There are a few nice | 
| tovuches however, like the traffic 


overhead and the various types 
of food scattered around the 
sewers but these things don't 
make up for the unplayability of 
the game. | wouldn't strongly 
recommend this game to any 
hardened gamesplayer but | 
think it might appeal to younger 
Rat Fans. ' 


6 “The theme of this game is not 
very original — get à certain 
person to a certain place by a set 
time, while avoiding the nasties. 


| Sound 





equipped with a glue gun of all 
things down the London drains, 
but never mind, itcomes in quite 
useful, The game is a not-so- 
unusual platform game, buton a 
fairly large area. There |5 
nothing really new on the 
graphics side a bit of basic 
animation 15 about the biggest 
thrill graphically. Colour? Well 
perhaps a little more thought 
could have gone into it. In other 
words  boooorrriinnng. The 
game play isnt much better, 
there just doesn't seem to be 
Enough going on to keep the 
interest from flagging. Overall | 
think that Qcean have got it all 
wrong this time, hopefully they 
won text time. 


LE | 


Control keys; definable 

Joystick: Cursor, Kempston 

Keyboard play: reasonably 

responsive 

Use of colour: good but with 

some unpleasant clashes 

Graphics: passable 

| nvegk 

Skill lovels: 1 

nu in the form of an energy 
ar 

Screens: around 32 

General rating: nothing special 


Use of computer 69% 
Graphics 70% 
Playability 68% 
Getting started 82% 
Addictive qualíties 73% 
Value for money 65% 
Overall 66% 
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Producer: Ducksoft 
Memory required; 48K 
Retail price: £5.95 
Language: machine code 
Author: Tom Pinone 


Not one of the great social arts, 
Poker, but you never know 
where the skill could come in 
handy. If nothing else, this prog- 
ram could help you to under- 
stand all the odd phrases that 

netuate the gun fights in 
vesterns, 

Judging by the characters that 
por you at the gaming table | 

ucksoft's Poker is set in a very 
stedzy Western bar. One of the 
major elements of Poker, the 
card game, is the power of bluff, 
by which you fool everybody 
else into thinking that the hand 
vou hold is better, or worse, than 
they expect itto be. Duckworth's | 
version of poker introduces an 
element of bluff, as each char- 
















the pot reaches 180 bucks ... 






He pulis out a pair of Kings and a 
pair of Tens, he wasn't bluffing 
after all, You started with 1000 
dollars and you're BO bucks 
down already. But you can see 
the boys" loot on the table — 














acter gets a short say while he | lost an opening round, Sit back 

does the business, and watch the Doc deal another 
The game begins by askina | hand. 

vou to donde ipa bt ça | 

you are introduçed to the rest o | 

the card school. Matt Dillon, The CRITI CISM 

Mayor, Black Jake and on this 

side we've got Billy the Kid, Doc | €'As the room fills with smoke 






Holliday and Joshua Smith. | and the Doc deals again | 









Molly the barmaid seems to | wonder, | have i fifty bucks 
have a soft spot for you because | left, can | stay in the ame or 
if you are ever stuck, and have | should get Moli a drink? My first 
no idea how to play vour hand, thought when | saw this game 
you can always ask her forsome | was, 'Oh not another Poker 







advice. Às you make your way 
past Scott Joplin at the piano try 
and read the page of instruc- 
tons, when they aren't looking, 
otherwise you won't fool any of 
them. Put your thousand bucks 
stake on the table and sit down. 

Black Jake deals first; he 
places your cards in front of you 
and stacks the others under- 
neath the row of names at the 
top of the sereen (don't be 
fooled by the guy's courtesy). If 
you like, you can get the cards 
sorted into order and ifyou can't 
remember what to do you can 
pet another peek at the rules. 

atch carefuly now as each 
player takes his turn to raise the 
stake, to see or to fold. Because 
you are only.a beginner you can 
ask Moll for a tip. 

When you have made your 
choice, look each of the other 
dei nght in the eyes as they 
make up their own minds. 
Watch Holliday whenever he 
| asks for a beer — that means 
he's going to raise the stake. You 
can see the value of each 
player's bet on top of his pile of 
cards. 'Black Jake says rubbish 
and throws in his hand”... 'the 
Mayor checks his gun and 
raises'. f you stay in you get a 
chance to swap up to three 
cards, and ifyou aren't sure, just 
ask Moll and she'll help ya. You 
“keep raising the pot until it's just 
you and Smith. You have two 
pairs, Queens and eights. You're 
ready to go all the way, When 
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game”, but | have to admit that 
this one is quite good. The 
graphics leave a little to be 
desired. The sound isn't too bad 
— nice rendition of 'The Enter- 
maço after ni rr Like the 

ea of trying to build up a pers- 
onality for ah of the players by 
giving them a few lines to say. | 
can't help thinking that 1000 
dollars is a bit too much to start 
with — it's harder to get rid of 
than you would expect, though | 
enjoyed trying! 
















O Cant say that! go for simu- 
lated card games a great deal 
but | think this one isn't too bad 
at all. The text output from the 
other players is a neat idea bui 
the problem is that one tends to 
spend a lot of time waiting for 
them to repeat phrases and fit 
into à pattern, which of course 











| Dit um-stimulating, the cards 
look fine but everything else just 
fooks so clinical | had never 
understood poker but now | 
think | can come to terms with à 
poker player or two. Interesting. 














O This is one of the the best of 
the many poker simulations that 
| have seen. There is a helpful 
barmaid who will advise you 
whether it is good advice or not 
15 for you to decide, The screen 
display as well as showing you 
| YOur cards, reveals the current 
rate of betting and how much 
money your competitors have. 























Smith sees you and guess what? | 


ou're not the only one to have | 


they do. The main display was a | 











Fou against six, in the POKER card school. Don't trytocheat 






guns. Fortunately all people shoot off hereabou ts, pardiner, 


15 their mouths. 


Al the rules of poker are follow- 
ed (so Em told ...Me?... know 
the rules of Poker — never) so it 
is quite playable if you like this 
sort of game”. 


| COMMENTS 





"Control nam: as prompted 
Es 


Joystick: 

Keyboard play: N/A 

Use of colour: very basic 
Graphics: good but they lack 
excitement 

Sound: nice one Scott 


| General rating: a ve 
| Version of a well tried game 





in this version, “cos the guys round the table have all got 





| Skill levels: N/A 


Lives: N/A 
Screens: N/A 
god 


Use of computer 60% 
| Graphics 55% 
Playability 57% 
Getting started 70% 
Addictive qualíties 65% 
Value for money 98% | 
Overall 63% 


CLUEDO 


' Producer: Leisure Genius 


Memory required: 48K 
Retail price: £9.95 
Author: various 


Professor Plum and his chums 
can now take a break from plod- 


| ding round the cardboard corr- 


idors of Tudor Grange, moving 
from Billiard Room to Library in 
search of the murder weapon. 


They have all become stars of | 


the small screen, courtesy of 
Leisure Genius, and now exist in 
pixel rather than plastic form. 
Cluedo, the computer game, is 
the second game produced by 
Leisure Genius under litence 
from Waddingtons — we looked 
at Monopoly last issue. 

Six players can join in the hunt 
for the murderer — and if you're 
short on friends, the computer is 
quite happy to deputise for upto 
five players, each of which can 

lay at one of three skill levels 
input at the start, Thoughtfully, 
Leisure Genius have allowed for 
ople who don't have the 
uxury of a colour TV, and have 
provided an option in the initial- 
isation menu which allows you 
to specify à set of graphics 
which don't get confusing on a 
black and whita set. You canaiso 
choose whether or not you want 
each of the six characters to be 
introduced with a little theme 
tune atthe startof their turn, and 
can specify the speed at which 
the computer moves the count- 


range ofôto 9. 

Once the game has been set 
up and players names entered, 
the computer randomly selects 
the three murder cards — 
weapon, room and person — 


| bi ein of the board it- 
se 


| rystery. 


| Found, the menu appears in the 


| Chunky red graphic represent- , 


| forms — just like the erginal = 
in- 


| | Progresses. Players can also 
| &rs around the board, from a | 


' by accessing 'Notes' from the 












and removes them from the 
deck. The players each roll the | 
die to determine the order of 
play, and the computer deals the 
remaining cards. 

The screéen contains a faithful 


elf, viewed from above, and a 
vertical panel to the right of the 
board area is used to display a 
caricature of the ed currently 
taking a turn, together with the 
menu of options available. 
Human players use the cursor 
keys to select options from the 
menus displayed and to plot 
their moves after a roll ofthe die, 
while the computer driven 
detectives cope automatically. 

Play proper always starts with 
Miss arlett (Theme Tune: 
Gone with the Wind) and con- 
tinues clockwise round the rest 
of the cast in the murder 


As each player's turn comes 


right hand portion of the screen 
and he or she can choose from 
Roll Dice, Notes, Clue Cards, 
Passage, Suggestion, Áccus- 
ation and Next, 

Roll Dice' is is achieved by 
pressing a key, whereupon a | 


ation of the real thing rolls from 
the bottom left hand corner of 
the screen towards the middle, 
setting to display the number of 
moves the player can make. 

he game comes with a set of 
little printed Detective Notes' | 


which can be used for eli 
ating suspects as the game 


make notes on the list of char- 
acters, rooms and weapons 
stored for them in the computer 


menu and highlighting entries 
on their list. 
“Clue Cards' is simply an aide . 


Col Mustard'smustachio'd countenanceo glowers down, and 
play begins in CLUEDO. If there was a King Street, Ludiow 
on the board, my money would be on Roger Kean, with The 
Bundle of Magazines, in The Street. With the traffic mardemn 


| as victim. 


memoire, which displays the | 


cards which have been dealtto a 
player, while 'Passage” allows 
the use of a secret passage. 
“Next is used to indicate the 
completion ofa player's turn. 
The 'Suggestion' option is, of 
course, essential to the progress 
of the game. Ônce you're in a 
| room its time to make a sugges- 
tion as to the identity of the mur- 
derer and the weapon, so you 
can try to eliminate cards held 
the other players. Selecting 
“Suggestion' alters the display 
on the main screen which 
changes to show a picture ofthe 
room in which the suggestion |5 
being made. The player selecis 
the person and weapon for the 
| suggestion from sub menus in 
the player area, and their pic- 
tures are added to a little rogue's 
| gallery at the bottom of the 
screen. The computer polis each 


layer in turn, stopping at the | 
first who holds a clus card 


corresponding to the room, 
person or weapon in the sug- 
gestion. The player who made 
the pi Aid can then view 
the card held by the other detec- 
tive, and thus eliminate a sus- 
pect, weapon or location. 

The game requires a hitile co- 
operation. if more than one 
human player is taking part — 
everyone else must look away 
when clue cards are being 
revealed after a suggestion. The 
program allows for this by 
masking the display until a key 
press has been made. 

Únce vyou're sure you've 
pinned down the perpetrator of 
the evil deed, the weapon and 
location, it's time to make an 
'Accusation'. Get it right, and 
vou've won, get it wrong and 
vou're out of the game. Move 
over Hercule, it's Miss Scarlett, 
with the lead piping in the... 


CRITICISM 





O “Cluedo on computer is pretty 
much the same as the board 
game. The main difference is 
that all of the work is done on 


ap ri of Dra 7 fes 
mMaying the machine. WW 
come to ratings on addictivity 


etc, this really depends on 
whether you like board games. | 
felt that Cluedo was pretty 





good, but not really hyper brill.' 


O ““m not really a Cluedo fan, 
but with this one | didn't have 
much choice — a quick Mick 
through the instruciion book 
and | was away. The graphical 
ideas are similar to those used 
on Monopoly — the rolling of 
dice is just the same. Neat. On 
the whole an interesting sitmul- 
ation of the rea! thing, and for 
board game fans — Brilliant" 


& Somehow, | always preferred 
Monopoly to Cluedo when they 
were both just board games, 
and this preference carrias 
through to Leisure Genius 
silicon implementations. lt's 
good to be able to play on your 
own — but for family fun | think 
the solid version of the game 
has to win out. À well thought 
out conversion, however, with 
several neat touches. | partic- 
ulariy valued the option to turn 
off the theme tunes, which 
became very annoving after 
about three tums. Nicely put 
together: a must for every board 
game fan's software collection." 


COMMENTS 





Control keys: cursor keys and 
Fade Y li 

: You could... 
Keyboard play: fine 
Use of colour: well thought out, 


00d 
Graphics: faithfully done, neat 
idea for room interiors 
Sound: annoying theme tunes, 
but you can turn them off 
Skill levels: three available for 
computers players 
Lives: you getit right, or you get 
FE TONG 
Screens: main screen, then nine 
sub-screens, one for each room 
General rating: another 


' excellent transfer from Leisure 


Genius 

Use of computer 77% 
Graphics 80% 
Playability 81% 
Getting started 83% 
Addictive qualíties 75% 
Value for money 15% 
Overall 81% ' 











CHINESE 


PATIENCE 


Producer: Atlantis 
Memory required; 48K 
Retail Price: £1.99 
Language: machine code 
Author: David Simon 


Whether or not the Chinese 
really do play this version of 
atience is irelevant; David 
imon, author of Eights which 
was voted best baoard/card/ 
uzzle game in the 1984 CRASH 
ieaders' Awards has produced 
another cunninaly programmed 
card game in which one player 
pits wits with the Spectrum. The 
“Chinese' version of patience 
follows the basic rules of one 
player patience, with a few 
twists and turns needed to make 
it intô a competitive two-playver 
game. ic 

The rules are quite stratght- 
forward, and although they 
sound a bit complicated on 
paper they are very easy to pick 
uponce you start playing. 

The four aces are removed 
from the pack and dealt face up 
na row. Four more cards are 
lard out, face up, to form a 


| second row of cards. The rem- 


aining cards are dealt to the two 
players, who receive twenty two 


down in a pile, 

The player who starts, 'twists' 
a card from the top of his deck 
and places it face up on his dis- 
card pile. The object of the game 
sto get rid of all your cards first 
-— which you do by moving 
cards from the top of your 
discard pile, placing them on 
one of the other nine piles of 
cards showing. The piles of 
cards which grow on top of the 
Aces follow suit and are added 
to in ascending order; the four 
piles which start with the other 
dealt cards follow the traditional 
pattern of patience, and grow in 


| descending order in suits of alt- 


ernate colours, You can also put 
a card on your opponent's dis- 
card pile, providing the card you 
add is in the same suit and is 
adjacent in value — in other 
words if his top card |s a nine of 
hearts, you can add either the 
eightor ten ofheartsto his stack. 

Just to complicate matters à 
littlê further, while cards added 
to the Aces cannot be moved, 
vou can move single cards from 
the end of the other four piles, 
adding them to the suits or to the 
top Of your opponent's discard 
pile, A complete pile of cards can 
be moved from one descending 
order pile and added to the end 
of another, providing the segu- 
ence of alternating suits is main- 
tained. 

Each-time a player moves a 
card from the top of his discard 

la he can twist another card 
rom his deck and, during a turn, 


cards each, which are kept face | 











'B player keeps twisting and 
| moving cards until no more can 


be moved. The first player to get 
rid of all his cards wins, and 
scores points according to how 
many cards are left in his oppo- 
nent's hand. 

Successful play requires close 
examination of all the cards on 
show, and careful thought — it's 
Basy to finish your turn, hand 
over tô the computer and then 
suddenly realise you missed 
something obvious, The com- 
puter plods through all the 


your mistake into your face, 

Running Mr Simon's soft 
ware, the computer plays a near- 
perfect game, proving a worthy 
opponent, It also acts as tutor — 
ifyou observe the plays it makes 
carefully, you should be up to 
the same standard as the mach- 
ine before long, only losing by 
your mistakes or on account of 
very unfavourable deals, 





| EEE 


& Computer card games are 
often less enthralling than the 
real thing. Chinese Patience, for 
ihe money, is à neat and absorb- 
ing game which | found gently 
addictive. Concentration is vital, 
once you've picked up the rules, 
Having lost my first game 14 


| póints down lwas determined'to 


get my own back. Playing best of 
Ive, | managed to leave the 
computer holding 19 cards im 


and 6 in the fourth. It's a compel- 
ling game — a pleasant way to 
while away a few hours now and 
again, trying to make sure you 
better the computer. 


O “When [was given this game | 
was dreading playing id let 
alone reviewing it as card con- 
versions nearty alwavs seem to 


Em happy to say that this one 


| asn't. | quite enjoyed playing it 


athough É didn't have a chance 
of beating the computer. | think 


for making potentially boring 
games good fun to play, as !had 
the same feeling about Eights 
when | played it first. The only 
thing which spoiled Chinese 
Patience a bitwas the sound — | 
can't help thinking dt might have 
been a better game ifit had been 
quieter.' 


O '| have played a very similar 
patience game to this with 
slignhtiy more “human” oppo- 
nents, and think it comipares 
favourably on the Spectrum. lts 
Chief advantage being that you 
have a ready-made opponent 
who bwvhich?) knows the game, 
The main disadvantages with 
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options open to t and grinds | 


the secônd game, 10 in the third | 


be a flop for some reason. But | 


David Simon must have a talent | 





Em Thinking... says the honlable Spiectium, while 


pondering the next move at the start of a new game of 
CHINESE PATIENCE. Velfy cunning stuff it thinks, too. 





having the Spectrum às an opp- 
onent are the time it takes to 
make its moves and the fact it 
doesn't miss your silly mistakes 
— às Idiscovered! On the whole, 
if vou like playing patience, you 
should enjoy this one.' 


ELLEN 


Control Keys: Mto move card, T 
to twist, 2 to end turn, 0-9to 
dida pile, Pto move a whole 
pile 

Joystick: Keyboard play onty 
Keyboard play: straightforward 
Use of colour: plain and simple 
— fine for a card game 
Graphics: Tidy, but nothing 


flash 

Sound: a few tunes and 
prompts; repetitivo 

Skill levels: one 

Lives: you win or lose! 

Sereens: one 

General rating: a neat little card 
game, which doesn't break new 


ground, but is fun nevertheless 

Use of Computer 62% 
Graphics 64% 
Playability 67% 
Getting started 65% 
Addictive qualiíties 71% 
Value for money 70% 
Overall 68% 








SUPER 
BRAT 


Producer: Atlantis 
Memory required: 48K 
Retail price: E 1.99 
Language: machine code 
Author: T Adock 





The cover picture for this game 


shows a very irate tennis player | 


gating a tennis ball. In the back: 
ground there isa picture of the 
referee with a tennis racquet 
neatiy placed around his neck, 
With a picture like that and a 
name like Super Brat the game 
seems to feature a well known 
tennis star, one who did not 
make Wimbledon this year. In 
fact Super Brat features tennis, 
and no tennis player in partic- 
| ular. 

You view the game from the 
commentators box, and vour 
player is the one in the fore- 
ground. After entéring your 
name vou will be asked to select 
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a ATLANTIS 
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a3or 5 set game, That done, it 
will Be your turn to serve, Pos- 
ton your player by moving him 
left or right along the base line 
and then use the 'P' key to toss 
the ball up in the air, To hit the 
ball you simply press “P" again 
but the direction of the serve 
depends on the delay between 
the first press and the second. 


| against Match 


For example, if you want the 
serve to go to the left then allow 
onhy a very short delay between 
presses, for the ball to go to the 
right you must allow a longer 
delay. The game will enforce the 
rules as laid down by the Lawn 
Tennis Association. Calls for net, 
footfault and the like are ann- 
ounced on the scoreboard, 
There are also two line judges 
and a net judge; if they reporta 
fault you will ses them raise a 
litile hand. 

The object of the game is to 
become the number one seed, 
To do this you must battle your 
way through three tourr- 
aments: the British, the Euro- 
pean and World finals. Only then 
can you be allowed to act like 
Super Brat and still be applaud- 
ed for it, 


| WEST 


O “Super Brat is probably the 
only 3D tennis game to emerge 
since Match Point. However, the 
two games are very different 
from one another. The players in 
Super Brat are not mere stick 
men, and have form and colour 
— but they do move rather 
jerkily and, unlike Match Point, 
esa can only move along the 
aseline. Generally the game is 
much less complex than Match 
Point. Super Brat is both play- 
able and mildly addictive. So it 
does stand up rather well 
As este oint but dont 
Jet that that game is getting 

a bi long in the toaoth.' 


O “Super Brat took a bit of get- 
ting used to. It took about five 
game before | became proficient 
at serving. You have no control 
over the power of your shot, 
oniy the direction, but that does 
heip to keep game play simple. 





Vw onty criticism is that the bai! 
is too small, [needed a telescope 
to see it! Overall this is a pretty 
acceptab/e game. 


| O ifound this. game to be pretty 


easy to get into, as il manages to 
avoid the sort of complex key 
operations normally associated 
with ball games. Match Point 
automatically changes between 
forehand and backhand, often at 
the most inconvenient time. 
Super Brat, being a little more 


" unsophisticated, manages to do 


without such complexiíties to the 


| advantage of game play. The 


graphics are colouriul but not 
very detailed, | loved the play- 
er's pink legs/socks. My only 
regret was that the bright col- 
ours tended to obscure the ball, 
As tennis games go it's very 
acceptable for the money, but 
perhaps not for the purist.' 


COMMENTS 


| Control keys: 1/2 left/right, P'to 
serve 


Joystick: none 
Keyboard play: fine 
Use of colour: good but a bit 


goes 

raphics; acceptable 

Sound: nasty tune, otherwise 
pd spot effects 

Skill levels: three 

Lives: N/A 

Screens: N/A 

General rating: very good for 
the price 


Use of computer 65% 
Graphics 12% 
Playability 70% 
Getting started 67% 
Addictive qualíties 65% 
Value for money 17% 
Overall 72% 





Number One court, setting up for the game in SUPER BRAT. 
ut there aren'tany strawberries — or cream for that matter. 
Whats tennis coming ta? HF Henry the Eighth hadn'tinvented 


the game, uhere would the Scandanavian be today? 
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«computer games for people 


who hate computer games. 


Give your joystick a rest, 
and your brain a chance with 
these family favountes. 









mi “LEISURE GENIUS Sort Row, London WiH TAB. | 
trio | Please send me CASS | 
NOW do a AND | Roo: NES —————— | 

& WHSMITH |uame o DIE RE 
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MONOPOLE! 3 produced under license lrom Parkar Brothers and Mia ddingions Games LIDE. GR e ORA | 
AM coppngras reserved LESURE GENIUS" is: registered irado mark ol Winchester Hiotdings Lic H =” 





In an office block in the middle of a windswept 
plaza in Liverpool's dockland, just across the way 
from the deserted and sorry-looking offices of 
Bug Byte, is the home of Odin. Not the big cheese 
Norse god, but the software house, born of Thor. 
And the software house which until recently had 


Mark Butler as a director. 


Odin was brought to life by 
Paul Mckenna, the main man 
behind Thor — the publishi 
company responsible for suc 
games as Jack and the Bean- 
stalk, Giant's Revenge, and The 
House That Jack Built. Thor is a 
publishing company, rather 
than a programming company, 
concentrating on the marketing 
and distribution side of soft- 
ware, rather than on writing 
games. Towards the end of last 
year, when the ideas for Nodes 
of Fesod began to take shape, a 
new company was formed. Tot- 
ally separate from Thor, it was 
set up to produce original soft- 
ware rather than publish it, anda 
team of programmers was 
assembled. 

Mark Butler was made a direc- 
tor of Odin, having worked as a 


The loading sersen for ROBIN O“ THE WOOD. What a tasteful picey! 





-— 


o/a 


-— = = 


freelance consultant for Thor — 
but it wasn't long before the deal 
set up between Paul MecKenna, 
Mark Butler and Mark's friend 


Heather Lamont went sour. 
Mark  departed at Paul 
MeckKenna's insistence — and 


Paul is not best pleased with 
what went on. Something to do 
with having the Odin telephones 
disconnected, as a result of 
Mark's call to BT ... what an 
Imagine-ation the lad has! But 
enough of that. 

By February this year, work 
was well under way on Nodes, 
and the new company finally got 
ts name. Odin. “We could see. 
that Nodes was going to be 

ood from day one, Paul 

ckenna explained, “for inst- 
ance there are 64 frames of 
animation just for that one char- 


O o. 
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|IDEVELOPMENTS | 
DOWN IN THE DOCKLAND 








acter. And his confidence was 
justified — Nodes was a CRASH 
mash in the August Issue. One 
or two magazines, however, 
have commented that Vodes of 
Yesod was a cynical attempt to 
collect together all the best feat- 
ures of a range of games and 
paccado them together in one, 
st selling game. Paul 
McKenna is not impressed by 
this line of thought. “| refute that 
-. « Sure there are elements of 
other games in there, he 
argues, "but its rare for some- 
thing to be totally original now- 
adays. There's nothing wrong 
with taking established ideas 
and implementing them better. 
It's a wise thing to do, when you 
think about it”. | 
We had to agree. Vodes was a 
worthy Smash, and the work 


that has gone into the graphics 
and animation, and the little 
details like the munching noise 
made by the mole, add up to a 
very slick package indeed. And 
judging by the screens under 
development for the C64 version 
of the game, our chums on 
ZZAP! should be well impressed 
when it arrives — the same 
attention has been paid to 
details, and full use has been 
made of the Commodore's mus- 
ical capabilities. But enough of 
this digression, back to the 
Spectrum. 

Odin has got together a sound 
team of programming talent. 
Some from Software jects, 
some from Imagine — and one 
fellow from an un-nameable 
company (v. hush hush!). Nodes 
is being converted, in house, for 
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the Amstrad, C64 and MSX () 
while work is underway on the 
next release, Robin O" the Wood. 
The third Odin game, which 
should see the inside of com- 
puter shops during October, is 
to be called Kimera. We prom- 
ised to keep quiet about Kimera, 
but let's say ft will be a totall 
novel computer game. Nu 
said, 

Robin O' the Wood follows the 
e tao of the famous green-clad 
folk-hero of Sherwood — the 
Saxon hero doing his bit against 
the Norman occupation forces. 
A sort of English Resistance. 
Odin's game is set in Sherwood 
Forest — Robin's home territory 
— and the evil Sheriff has arr- 
anged an archery contest with 
the aim of capturinag or killing 
Robin, thereby ridding himself 
of a Lincoln Green thorn in his 
side, once and for all. The prizeis 
the silver '“Shaft of Power”, an 
engraved arrow which is part of 
the Saxon heritage and is more 
important to the Saxon people 
than the crowm of their kingdom 
itself. The Sheriff knows that 
Robin will have no alternative 
but to attend the tournament 
and attempt to win the arrow, 
and he has filled the forest with 
Norman soldiers under order to 
shoot on sight. Robin has to find 
his way to the Sheriff's castle, so 
he can compete in the archery 
tournament. 

Naturally, you play the part of 
Robin in the game, and have to 
find your way through the for- 
est, collecting weapons and kill- 
ing Normans, as you search for 
the Sheriff's castle. All is not 
sweetness and light, down in 
Sherwood. You don't start the 
game tooled up with a variety of 
weapons — they have to be 
acquired — and apart from little 
blue marauding Normans out to 
kill you, there are a number of 
hazards on your route to the 
castle. Tread on a hedgehog, for 
instance, and you are wounded 
and can't run so fast! 

Without giving awey too 
much of the game, the odds are 
not stacked totally against you 


dor. 


big red Ent, with kis avian chum perched on his 






The full Odin crew in the shadow of the Liver Building. Who said our photographer was original? Sand 
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him to Liverpool, and what doss he come back with, ab, oh? Subtio stuff this. 


“+ if you are injured in a fight 
with a Norman you will be incap- 
acitated, but you can be healed if 
ou visit the hermit;, and a 
riendly Ent (remember the 
walking, talking trees in Lord of 
the Rings?) can be bribed to 
offer you a little assistance in 
finding the castle, And ofcourse, 
there is a witch ... who can be a 
hindrance, or a help, depending 
on what you have to offer her. 
And the traditional Robin role 
can be fulfilled by beating up the 
fat purple Bishop, who spends 
most of his time robbing the 
poor — duff him over, get his 
moneybags and give them to 
the Ent for redistribution to the 
poor. 

When we visited Odin, the 
game was well under way, and 
with a bit of gentle arm twisting, 
we managed to persuade Paul 
Salmon — the artist working on 
the screens for the game —to let 
us take a couple of shots. A great 
deal of effort went into produc- 
ing the pictures presented on 
these pages... Jeremy wielded 
the camera while Graeme and 
Paul took off their coats, stood 
on chairs and shielded the TV 








screen from the rays of Liver- bow and arrow — and df you've 
pool's setting sun. Às can be got one ifll be used automatic- 
seen, the effort was worthwhile. o to you attack. 

À great deal of care has gone lin all, Robin promises to be 
into animating the characters in an excellent game — look out for 
the game, and the routines for the full review in our October 
fighting are quite cunning — for issue... meanwhile, you could 
instance, there's no point intry- have a go at mapping Nodes of 
ing to biff a Norman with your Yesod and entering the Odin 
quarterstaff if he's across the competition — you could be 
other side ofthe screen, so you'll among the first people to have a 
just have to shoot him withyour copy ofRiobin O'the Wood! 





Robin, in possession of the Silver Arrow — will you be able to 
get this far? 
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It's been an exciting week! Just heard that EMAP and Sinclair User 


fist has landed heavily. s busi da 
Pça avily siness as usua 






predominating, first the Jeremy Connor letter backlash, and second 


ng, | was still impressed with the sheer fantasy and 
irrelevance of the first letter here, so it's Letter of the Month for... 


got an injunction granted to prevent the August CRASH going out 
on sale unless the iv SU Ie 123-126 were removed. Lord EMAP's | | 00d to try and fit into the space here. And, as | promised last 


letters in this month with two broad categories | 
the Robin Candy Playing Tips backlash. But having gone through | 


Some of the BUG BOX bits I've received this month are really 
excellent — and very funny. | particularhy liked Lee Martin's view 
of life in the CRASH offices (although I'm really not quite as 
ancient as Ronnie Reagan — honest), Another marvellous comic 
strip came in from Paul Maltinson, but I'm holding that over for a 





| while to go into one of the Christmas issues because it is too 






month, there's the two follow-up cartoons from Andrew 


Sanders and Richard Harrison. 


THE JEREMY 


CONNOR 
 BACKLASH 


When ! printed Jeremy Connor's 










he's talking about? The Signpost 
is greatas itis.l like the gore',1 

mean ilsartisn'tit? Anyway, it's 
not in bright colour so you can't 
see alithe blood (l can't anyway, 

am | cotour blind?) 


What does Jeremy Connor think 





q SPECTRUM MANCOMP BBC MANCOMP SPECTRUM MANCOMP 


letter in issue 18 (July), lhadno | Alex Hoile, Rickmansworth, 
idea of how much reaction there | Herts 

would be, but ve received a 

veritable (look it up) flood of Of course it'sart... 


mailon the subjectand, lhaveto | LM 
say Jeremy, almost all of it 
horrified by your comments. 
Most were mei! reasoned “Lam writing this letter to warn 
arguments — here's a selection. | you of the terrible danger you 
LM are risking' (quoting Jeremy 
Connor in Issue 18) “Having a 
look at my July issue of E HI 
feel you could be losing a great 


Dear Crash, 


Dear Crash, 













| JEXPRESS 
SPECTRUM & 
BBC REPAIRS!! 


First company in all U,K. to introduce while-u-wait 
service. Now first to offer an international 
repair service! 

“Lave come across a firm that mil be more than willing to advise you as to how 
lo remedy your problem, They are Caliedi MANCOMP, and as well as repairing 
Faulty Spectrunas, are a Lo discuss your problems witryou, and offer 
reasonabiy-cheap, and IMORE IMPORTAMTUr| correct cores." 

Phil Rogers Peek & Poke", "Popular Computing Weekly Jim, 1985 [VOL DM. No, 1) 
“My Specirum blew recently. | took ft to MANCOMP, who fixed it in A minutes! 
And for less than E TO, They are local, clued up, and blindingly efficient” 
Computer column, “4 Heatons Diges” [Vol No, 1] 

“Qne firm, at least, can usualhy effect any necessary repair over the counter In 45 
minutes. Based in Manchester, MANCOMP can offer wfrat às arquabiy the fastest 
turmarcund in the busmess: to personal callers”. “Crash Magazine”, Juma 1785 


“Of all the repair companies “Sinclar Ler" spoke to, MANCOMP seemed the most 
professional wiven it came to advice and a hefpful attitude”. August 1905 
e Send spectrum encl £ 1.80 retum postage [UK], £250 [Europel 
E6.50 [Middle East, Africa) e Or phone/bring Spectrum for fee, 
no obhgaton estirnale, e We repair most Spectrums in munutes 
e Every Specirum sent insured and by recerpted parcel post [UK |, 
registered air mail iFoverseas. * No hidden costs. 


É 18 MANCOMP LTD. v:;:cu:) 


Ca DP Printworks Lane, Manchester MIZ JP. 
Phone 061-224 1888/9888 
Open 9a.m. till 7p.m. Mon. to Sat. 


We-also design hardware and software from idea through 10 
manufaciure. | 


MHANCOMP SPECTRUM MANCOMP BBC MANCOMP 
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deal of readers due to printing 
tetters written by Jeremy. 
Connor (not quite quoting his 


letter). 


Who does he think he is? He 
sends us a letter (us being 
CRASH and its sensible and 
faithful readers) giving a lecture 
on how horrific the pictures in 


| CRASH are. Itwould be 


understandable if it was man 
killing man, but how many 
futuristic or prehistorio 
monsters do you see 
nowadays? How can these 
pictures upset somebody when 
they know full well that they are 
not and never will be true? 
dao all brainy and normal 
CRASH readers know that the 


| pictures are linked with tha 


adventure games in the tips and 
must therefore appreciate the 


| unquestionable talent of the 
| artist. 


On the same point, the only 


children thatare usually affected | 


by violent pictures! are very 


| Pára children who ti dobra 
| notigamtto read properly an 
CRASH 


wouldn't get , Or 
wouldn't own a computer 
because they are too young. Any 
other Noano children who do 
buy CRASH must be aware of 
violence in the papers and 
especially on TV, so the pictures 


in PSA will have little or no 


effect on children, 

Islagging the pictures wasn't 
enough, he then went on to say 
to cut the cost of the mag, get rid 
of Robin Candy! This would be 
like taking away Big Ben from 
London, it's just not on. Robin is 
a pillar ofC H (LM is the 


| foundations, slurp, slurp) and 
| getting rid of him, as LM said, 


would hardly decrease the price 
of CRASH. 


Jeremy Connor's last point 
was really stupid (much more 
than the first two). Have you 
ever seen heads, that have just 
been severed from a body, that 
are smiling? | do wish Jeremy 
Connor would think things over 
before he writes again. 

Richard Neve, Sandwich 


freckon (| agree with your points 
here. Certainly the 'severed 
heads 'of the Hall of Slime, 
appear to be very popular 

whether or not you arque ithas 
little to do with games hi-scores 
or not), a TIA o o dis NOW 

etting photographs that have 
doem carefully composed to fitin 
with the general airof gory 
mavhem, ds for your 
comparison of RC and Big Ben 
— fm notso sure, he's definitely 
as loud, but whether he's as 


| E dd te is another maiter. 


| Dear Crash 


In answer to your plea to hear 


| from us readers about Jeremy 


Connor's niggles, think he is 
just creating a fuss to get his 
name on your pages. Can 
anyone be so gentle that he or 
she (my sister reads CRASH) 
cannot stand to look at pictures 
ina magazine without feeling ill? 
Iwould say not. 


However, “romantic' pictures 
Of princesses being rescued 
would be quiteniceto lookat... 
If they were in a state of semi 
nakedness! ? 

The price, also, is fine. | would 
be willing to pay £1.50 for your 
magazine (please don“ let this 
statement influence you at all). 


| Paul Myles, Midlothian 


Perhaps if we were just 
providing you with pictures of 
princesses in the manner you 
suggest, we could probably 
charge you £ 1.50 — however, 
and despite this block of letters, 
computer games are what we're 
supposed' to be talking about — 
strange how you can get 


 sidetracked, isn'tÃt? 
LM 
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Dear Lloyd, 
| have just about managed to 
stop laughing over Jeremy 
Connor's letter in the July issue. 
So CRASH is now overtlowing 
with disgusting pictures of 
carnage and gratuitous. 
violence. Probably Mr Connor is 
also one of those plonkers 
wanting to ban Tom and Jerry 
cartoons because they are too 
violent. 

| can remember the sort of 


| comics! used to readas a young 


lad, Those | enjoyed the most 
were full of blood and guts, war 
stories or horrible alien 
monsters. In my view it is onhy 
escapism. Indeed itcould be 
argued that they serve a 

ry purpose, as a 
harmless outlet for our 
dominant primitive instincts for 
ted a and killing. Wow! 
Heavy 


[bet Mr Connor also objectsto 
the cover painting. A tasteful 
study ofa scantily clad girlanda 
bronzed young man done up in 
chains. What filth! Perhaps in 
future CRASH will be sold in 
eia dela street sex shops or 
sent through the post in a plain 
wrapper. 

H'the pictures in the Hall of 
Slime are anything to go by, 
then Imustbe one of your oldest 
readers. At 30 years of age, | 
suppose | should be putting my 
opectrum to better uses than 
just Psvina games: But lenjoy 
It, and there are times when | 


| think it keeps me sane, 


Sm 


| There were some rumeurs fand 
| Some people did ring into j: 
confirm) that the issue made the 


top shelf in some newsagents! 
information to date suggests 
that this hasn't hindered sales at 
all, but come on, let's get back to 
ed uter games... 


Dear Sir Lilloyd 
[AM WRITING SLOW BECAUSE 


| IKNOW YOU CAN'T TYPE VERY 
| FAST. 


Tam writing this letterto wam 
vou ofithe terrible danger you 
are risking', CRASH issue 18, 
July 1985 5, Jeremy Connor's 
letter. 

The terrible danger is that of 
making some rea ers sick! The 


JBAILEY's FLUMPH logo for the ERR nolie monthly 





| atfirstmade me laugh. Upon 
| reading for the second time, | 


| J Bailey, St Johns Wood 


are risking. | feel you cou 


pages is not nearly disgusting 








letter sent in by the above pansy | 


realised the little twerp was 
serious! Thiswas when a feeling 
of deep repulsion set in. 

He called it “constructive 
eriticism"; more like what Mary 
Wihitehouse wants! Perhaps 
whilst taking heed of his points 
vou could change the name of 
the magazine to something less | 
violent, like “FLUMPH' for 
instance. 

- OH, while you're at it, the 
picture in'the July Issue — | 
could have sworn the woman's 
armpit was visible! 

Oh ves, another point... 
please make sure the Olibugs 
comb their hair before O Frey 
draws them. 

Please CRASH, take no notice 


whatsoever of J Connor's letter, | 


else people will send in all sorts 
of demands, like 'change your 
artist” and 'review Acorn | 
Electron games as well' or other 
such stupid ideas. 


Now there's a great title fora 
mag — FLUMPH! It has a certain 
ring to it. 1 thunk you're being a 
brt harsh on poor Jeremy — one 
minute he's referred to as an 
amphibian creature, and the 
next he's turned into a flower 
[first feature in the new flower 
column perhaps)? Mr Bailey has 
Kind Pi irirtn us with a logo 
for FLUMPH and l think it looks 
very nice indeed. You needn't 
worry about Robin Candy, 
because the only way we'll be 
dropping him is from the top of 
owers. But back to 
1 Hbagiid Gia E” 


Dear Crash, 

Lam writing this letter to warn 

you of the terrible danger Pao 
h 


losing a lot of readers dueto 
certain aspects of your 
magazine. 

1) The picture on the Signpost 


Snouao: You could easily raise 
the calibre of your excellent 


magazine by increasing the level | 


of gratuitous violence a bit. The 

ipsdbbadiao has already done 
s best to stop the kids getting 

hold of'the gore and carnage 


Cane, 


ES >, 
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that they rightly deserve as free 
individuals in a free state by 


| bBanning their horror movies, At 


least you could make up for this 
in some small way by giving 
them a good full colour dosage 
of flying flesh and mayhem 


- every month: 


2) Don't cut out Robin Candy. 
3) Print Hall of Slime in Colour, 


| and make itinto a double spread 


depicting the detail the lucky 
individuals" heads being ripped 
from their bodies with full 
ia effects. 
4) Em sure boring little prats like 
Jeremy Connor can avert their 
sensitive little eyes when they 
come to a nasty bit, or maybe 
they should stickto reading Enid 
Blyton books ar better still go 
and live in Russia, where |'m 
sure there's absolutely no 
chance of anything unpleasant 
being available for small 
childrentosee. 
- Carry on the good work, and 
ignore the little fascists like 
eremy. Cm sure his mummy 
ut him up to itanyway. 
tephen alier, 
Wenlock, Shropshire 


An amphibious, flowery, 


political thus... hmmm. Never 


mind Jeremy, just remember. 
there's always co ad bia games 
to console you, and surely killing 


| aliens in blinding blasts Of 


anhilating laser fire is harmiess 


Neco wasHING ) 


THEN ou 'b 











| Enough. 
LM 


IMPROVEMENT 
DEMANDED 


Dear Sir, 

My 12 year old son is an avid 
reader of your magazine, and 
finds much of the material 


interesting and useful. However, | 


concerning the July issue, | fee! 
obliged to retumto you the front 
cover. | trust that, on reflection, 
you will agree that the 
Hustration is vulgar, even 
perverted, Our continued 
support of your publication is 
conditional upon an 
improvement in the tone ofyour 


a rk. 
E À Jones, Yeovil 


This letter came stapled 
together with the lide é 
front page. As a matter of fact, | 
don'tagree that the illustration 
was vulgar or perverted, but 
Four comments have been 
passed onto Oliver Frey and | 
hope you! find the next cover a 
vast improvement — that is if 
you were able to buy a copy 
from your newsagents after 


| Lord EMAP and Sinclair User 


stamped on it and prevented its 
distribution. 
LM 





THE ROBIN CANDY 


BACKLASH 


> | Dear Sir, 


Em sick ofit. |won'tstand itany 
longer. Could you CRASH 
propio, especially that Robin 
“Andy, Stop giving away 
solutions to games! 

No sooner had | managed to 
buy Everyone's a Wally, than the 


o DR solution is printed for the world 
to see! That's ten quid down the | 


drain — thanks a lot CRASHI 
Couldn't you have waited at 
least five months (three months 
to allow people timeto buy the 


r " E | sd and two months to ENJOY 
t 


e game)? 

|, for one, shan'tbe buying 
Dummy Run, because | know 
you'll print the solution in a 
month or two. How's about that 
Mikro-Gen? 

It's by no means the first time, 
Fr Na Nog, Pyjamarama, 
Avalon, Sha owTire, and even 
Lords of Midnight, which is an 
adventure and surely Derek 
Brewster's business? At least 


| Derek does his job properly. 


Please don't suggest that | 
nore the articles. lfyou knew 
the agony, frustration and 
difficulty of facing problems in 
adventure games, you must 


| appreciate pf alt itisto 
ts di 


ke 


5 





be given the answer. 


ES 








1 
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reading books or watching 

films, when some prat tells you 

the all-important ending. 
Working on an adventure, you 


may wake up in the middle ofthe 


night with an idea, itching to try 
tout. But this confusion is still, 
to decent adventurers, 
enjoyable. But, ifyou're going 
through this stage of frustration 
and see the answer in CRASH, 
it's almost impossible to resist 
the temptation. If you use the 
hint, when and if you pass the 
final problem and the game is 
complete, you don't feel 100% 
apoie that itwas you that did 
it. ts a grave tragedy. 

What made me sick was Rob 
Candy's comment, 'limake you 
suffer another month, referring 
to Dun Darach. | have two points 
to make: 

1) Most people won't have even 
| got hold of a copy by then, let 
| alone played It: 

2) We'd rather sort out our 
problems ourselves, Mr Candy, 
Bearing this in mind, could! 

propode a new rule to CRASH? 

o solutions or sub solutions 
until five months after the game 
15 reviewed — just maps, which 
are helpful, but not giveaways. 
Mike Roberts, Okehampton 


You're not the first person to 
| complain about Playing Tips 









giving away solutions too early, 
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ut you certainly are in the 
minority, because most letters 
of complaint are that solutions 
aren't given put soon enough. 
Fm sorry, but the argument 
holds good anyway — don't 
want to know the answer — 
don't read the piece. The Playing 
Tips are there to help people 
nho are stuckand can tfind any 
other way outof a problem. in 
fact every single example you 
quote, the games tips were 
released over either one, two Dr 
even three months. Are you 
honestiv trying to tel! me that 
vou are the sort of person who 
turns his newspaper upside 
down in order to solve the 
crossword'? 
LM 


STARIOIN 
SHADOWED 


Dear Ed, 
Wait for us! 

Tell that Tin Candy bloke to 
slow down a bit willyou. Let me 
explain. ... 

aving read the review of 


- Starion | thought 'that's the one 


for me”. | grabbed the June 
edition while Iwas in Smiths 
getting Starion and sitting down 
at home with a cup of tea and a 











| | 
94/96 Briggate, Leeds - 





| liked these drawings of techno-hardware from STEPHEN A 
pg a previous contributor, from Carliste (where CRASH gets 


that just because he has had 
Shadcowiire in the office for 
weeks and has played itmore 
than any normal person in the 
country, he gives out the 
solution to the whole flippin' 
game in the same edition as the 
review, so that no-one would 
have time to read the newly laid 

| out, excellent review of the 

me, take note of it and buy it 

fore being told exactly how to 


bicoy, | glanced through the mag 
while my new game was 
loading. Às | come to Robin 
Candy's pages | see one bit 
entitled 'Starion”. | read it, and 
find that in the space of 30 
seconds | know all the answers 
to the first time grid of a game 
which | wanted to enjoy solving. 

After playing and greatly 
| enjovying Starion, had another 
ndy's pages and find 
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do it! 


| David Wilkes, East Sussex 


H you really wanted to enjoy 
Solving Starion, why on earth 
did you carry on reading when 
you realised what it was?! Okay, 
so the solution was pretty early, 
but there were a lot more grid's 
to beat — Robin only offered 9 
anagrams out of 243! This 


Seems entireiy reasonabie tome | 


inorderto help people get going 
fatthough heaven forfend | 
should defend RCJ! As regards 


1 ENSURE YOUR REGULAR 
COPY OFCRASH 


When a magazine is rising in circulation as rapidly as 
CRASH is doing it tends to sell out immediately and vou 
may experience difficulty in obtaining your copy every 
month. So the best thing to do is place a regular order with 
your local newsagent, which you can do by handing him 


this form, 


CRASH Magazine. 


Name seco... EPI 


To the Newsagent: 


supply, 


50 CRASH September 1985 


Please place me a regular monthly order for 


CRC DM DA RM DM DA DRM ENRINT 


CRASH Magazine is published in the middle of avery 
month by Newsfield Ltd, 
ohropshire SY8 1ÃO, Tel; 05845851, and distributed tothe 
newstrade by COMAG (08954 44055). Please check with 
the publishers if you have any difficulties in obtaining 


1-2 King Street, Ludiow, 


Shadowfire, twas one ot those WE DO, WE DO EUR 


reviews that just missed the 


Previous issue, and so Robin's 


tips were not quite as early as 

ey may have appeared to be 
despite being in the same issue 
as the review, and in fact Beyond 
themselves requested piaving 
tips for the game to be printed. 
Again | repeat — the tips are to 
help, you don'thave to read 
them all or even atalifitis 
something you don'twant made 
easy for you, 


| 
j ] 
| 


Dear Lloyd, 

am a compulsive reader of 
CRASH ever since | got a 
opectrum. | heard from a friend 
who owns a Commodore and 
reads ZZAP! and he says that 


| You can send offto ZZAP! and 


buy any game you want as long 
as they have reviawed them. 
So why can't CRASH do the 
same? . 

Simon Cavill, Ashford 


fyou're that compulsive a 
reader, Simon, why haven't you 
noticeo the CRASH Mai! Order 
page in every issue? ft says 
exactly thai — wihal's more, you 
can order anything even fit 
hasn't been reviewed in CRASH, 
and as long as the very lovely 
Carol Kinsey can get it for vou, 
she will. 

LM 


TIPS HACKED? 


Dear Crash, 
Not very long ago, |wroteto you 
iving you all my tips on 
ewson Consultants new 
game, Dragontorc ot Avalon. | 
posted thetips, all six sides of Ad 
paper, to you which togk me 
ihree days to write and re-write 
to try and make it perfect, and 
wBited eag erlyto see whether 
vou would publish it. Then, in 


your June issue, | saw some tips | 
| Dear Lloyd, 


on Dragontorc which | began to 
read through, Tomy horror and 
disgust, | saw parts of my very 
lengthy letter, virtually word for 
word, printed in your playing 
tips section. Not only that, but 
my name wasn't printed at the 
bottom. 

So Candy, don't chop other 
people's letters up and take the 
credit by publishing them. 
Watch it, or you might lose a 
reader, 

Patrick Hartley, Dewsbury 





a —- ma 


Patrick, you obvious!y haven't 
been reading Robin's 
Dragontorctips property. or vou 
would have noticed that in the 
first batch they were property 
cregited to Andrew Hewson of 
Hewson Consultants, mho 
supplied the entire solution an 
the condition that it was 
released only over a period of 
time. You may have thought 
yours was similar, but there is 
absolutely no way it was “word 
for word”, 

LM 


WHAT'S IN A 
NAME? 


Dear Lloyd, 
| Vam writing to you to say Hi and 
in reply to Matthew Newman's 
E letter inthe July issue of CRASH. 
| am Sheldon Coulthrust, and 
am alive and well and living in 
Colchester, Essex. 


How could he think was 
made up wilh a name like 


COULTHRUST! 


E S& Coulthrust, Colchester 


Never mina, Sheldon, you and 


me alike, | keep getting tolo that 
with a name like Lloyd 
Mangram, Emust be 
pseudonym. Life just isn't fair, 
but Fm as realas you are. 


LM 


PRIZE PLEA 





Every month Iscourthe pages of 
CRASH looking for it, but to no 
avail, 

Em talking about a 
competition with a prizeto beat 
allothers, a prize that any self 
respecting CRASH reader would 
sell his Spectrum to win. And the 
briliantthing is, it won't cost 
much ino grovelling on bended 
knee to the Ed for this one), 

The prize? A visit to Ludiow to 


| meet the CRASH tesm. An 





EA 


| questions. Do you and Robin 


| sun come out in Ludlow? Does 


| Lhoyvd, how about it? 


EDITOR | “| DOG SOUP 





invaluable chance to get 
answers to all those niggling 


really hate each other? |s Robin 
as sweet as he sounds? Does the 


the office cat eat Whiskas? Well 


Oh, by the way, my sister 
Maria who has no interest in | 
computers (poor girljasked me, | 
after I'd forced her to read five 
copies of CRASH, “Does Robin 
Candy really go to school?”, 
Where's Ludlow and “Why is 
CRASH called CRASH?' 

Funny that, because she's 
normally quite intelligent. 

na Peters, Chiswick 


Fve no interest in computers 
either and | always as 

inte ligent questions. But really 
there's no need to struggle al! 
the way up here to Ludlowto get 
the answers to these questions. 
The answers are; YES, 
OBVIOUSLY NOT, NO, WE 
HAVEN'T GOTAN OFFICE CAT 
BUT FHE MOUSE PREFERS PAL, 
HOW ABOUT WHAT? Your 
sister: YES HE DOES REALLY, 





gusta 
a, 


[know why vou are going on 
about Robin, you're the Anna 
Peters who wrote hum a fan 
letter in issue 17. 

LM 


Dear Crash, | 
Lam writing totell you of the | 
terrible times | have to face... 

Em computerless. Yes, it's 


THE FABULOUS 














happened. Why me, | ask? Weill, 
the story ques like this: 

Our family had gone out for 
the day, leaving the dog athome 


at | with my grandma and, shock 


horror, when we got back the 
stupid dog had chewed through 
the wires of the power supply. 
(Boy, dog soup tastes good). 
"But what's so bad about that?'| 
hear you cry, 'buy a new power 


supply. 

Well there's this wimpish prat 
who lives withus called Travis, a 
sixteen year old great docile 
lump of gangrenous codfish 
who thinks “Ah, maybe we can 
save eight pounds by rewiring 
ti. My efforts were in vain, | 
trigd to stop him, buthe's bigger 


| | than me. He got a screwdriver 
= | andbeganto fiddle about with it. 


Ten minutes later he came 
back, proclaiming that he had 
fixed it. We connected it all up, 
and we heard a very loud 
buzzing and could smell smoke 
coming from the Spectrum. 
urrigdiho, and | mean mega- 


| fast, we switched it off and 


hoped nothing was wrong, After 
a bit of grovelling and 
ersuading, we managed to 
rrow a friend's power supply, 
hooked itup and... nothing, 
Arrgggh. No more Starion, 
Alien 8, Tir Na Nog or 
Shadowiire. No Schizoids, Great 
Space Hace, Formula 1. 
Simulator or Don't Buy This. Hey 


CADHAPARAR] NERISPAPER 
] 


“MOPS 


3 Spectrum 16k/48k or + 


“Incredibly frustrating! - that's the verdict on 
Cassotte-50's FROGGER. Satisfiad users toll 
us Hs one of tha most challenging you'll find 
- 15 almost as quod as the arcade version! 
CARGO has you trying desperately to 
complete your halicopter mission under 
attack. Plus 48 other tactical, logical and 
adventure games featuring multi-coloured and 
usar-detined graphics, scrodling and full usa of 
the Spectrum sound capabilities. 





















16. Skittlas 


| amis aro 






| 20 Key, Multifunction 
Calculator Watch 
| 8 Normal 12 and 24 


hour time mode 


o Calender mode 
8 Calculator mode 
o Alarm mode 


postal ceder for 
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| 
I 
| Address — 
I 


1. Munchar tê. Ski Run 36. Draggold 

2. Shi Jump 13, Tanks 37. Space Sosrch 

3. Baskeothall 20. Solar Ship 38: Inferno 

4. Fropgar 21. Tam Pina 38. Nim 

5, Breghoo! Ei. Cura 40. Voyager 

&. Crunhor 23. Stemper 41, Skstch Pad 

7. Startrek 24. Pinball 42. Blitz 

8, Martton 25, Cavara 43. Fishing Missa 
Rrockout 26. Loser 44. Mystical 

5. Bogglt &7. Bliom Diamands 

10. Alien Attack 28. Cargo 45, Gnlaxy Detúnco 


1. Lunar Landing 28. Tha Race 46, Cypher 

12. Maza Estas dO. Tha Skull 47, Jotmobio 
13. Mierotragp 31. Orbit 48. Barrel Jump 
14. Motora dê. Munch 49. Artacher 

15. Labyrinth 33. Bomwils 


HT; Raza Track dk. Fhulo 


“maybe it isn'tall bad. 
Arron Smith, Leicester 


Can great docite lumps of 
gangrenous codfish actually be 
wimpish, especially when 
they're bigger than you? And! 
won t hear of anyone siagging 
Schizoids, some games are so 
bad they become classics = just | 
get vour Spectrum mended and 
suggest to vour dog that hoover 
cabies are more powertully 
tasty. 

LM 


A WALLY WRITES 


Dear Lloyd, 

Fam writing to you about that 
old topic, Software Piracy, and 
how CRASH and software 
houses eo the pirates, 

Firsthy, CRASH encourages 
Software piracy by printing in 
the reviews the keys needed to 
contro! the game. Surehy this 
Rs those who copy the 
software? Instead of attempting 
to find out the keys needed by 
trial and error, they simply refer 
to the CRASH review ofthe 


game, 

Secondly, the software 
houses help the copiers by 
putting User Definable Keys 
options into their programs. 
Surely this helps those who use 
the copied programs 
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immensely? Also, on screen 
instructions help the pirates. So 
really, software houses are 
cutting their own throats instead 
ofthe pirates doing it for them. 
Andrew Gaunt, Walsall 





















Vilgive you the benefit of the 
doubt, Andrew, and think that 
voure joking. Not the old we- 
print-the-control-keys chestnut 
again. mean H-O-N-E-S-T-L-Y!! 
[That was frustrated anger 
showing through). We often get 
early copies ofgames without 
full instructions and for the 
averagely inteliigent, 
methodica! person, it takes a 
minute or two to work out the 
keys. Às to your second point | 
Suppose you could argue that 
the best way to stamp out piracy 
15 simply for the software 
ron not to market games at 
att... 


LM 


| FANTASTIC 
| FREEBIES? 


Dear Lloyd, 
It's nice to see someone giving 
something away for nothing, 
but [was surprised'to see your 
magazi 
the game 


Du are giving away 
with your seription offer. | 
would suggest this 15 stretching 
the truth more than a little. i 

Ofthe six games on offer, 

| CRASH has reviewed three. 

Match Day got an excellent 


| write-up, the reviews of Blue 


ax ranged from 'great' to 'OR- 


isn' and the general rating for 
faxkxon was agreal 
| disappointment'. The only 
ws | have seen of Flak 


describeitas a 'ripofl'. Roland's 


Hat Race and Street Hawk have 
been released, so we 
don'tk 
good or not. 
Since part otyour function is 
to review games for you 
| readers and warn them of 
bumpmers, ILis not very 
sistent to describe them-as 
| fantastic in another part of the 
magazine. Would itnot be more 
nonest to say you are offering 
one great game, one okay game, 
bro lousy games and two 
unknown quantities — or would 
that not sell many 
subscriptions? 


Norman Boyle, Glasgow 


Of course it wouldn't! Come on 
now, surely we re allowed justa 
Ê 1b now and then 
arm poor ol Lloyd his pitiful 
? No? Okay you win, Still 
wasn tsuch a bad offer was dt? 
| And after all as vou so rightiy 
| point out, apart from Flak you 
could check them out in esrlier 
| CRASH editions, and two brand 
new as then unreleased Dcean 
games for free is pretty exciting. 


IS IT TRUE? 


Dear Lora. 
Fellow CRASHlings and lesser 









scrhe as fantastic 


now whether they are any 


mortais, lend me your eyes, | 
have a complaint to make. How 
do Romantic Robot have the 
nerve to produce a microdrive 
copier and then produce a game 
which cannot be copied using 
this splendid utility? Yes, my 
copy of Wriggler usually fails to 
load. So here isa message to all 
ou security conscious software 
ouses. Don't be so vicious! 
Now some questions. Is the 
Terminal Man any relation to 
Shatter, an American cartoon 
strip? Since when did Konami 
| change their nameto Kunami? Is 
istrue that CRASH is so good 
that people sat it when they've 
read it? 
JM Shearing, Godstone 


fhe Terminal Man is no relation 
atall= it's purely coincidental, 
honest. Konami changed their 
narne to Kunami on my 1922 
Hermes typewriter, and still do 
so irequentiy. feouldn't tell you 
about the taste of CRASH 
because "m vegetarian by habit 
but what | can tell vou is that 
there are a few peop'e round 
these offices who chew Sinclair 
User tor breakfast! 

LM 


GS eras 


CERs 


=+ E dh 
e DO 


THE ORIGINality 
OF LIFE 


Dear Llovd, 

| read with interest Roger Kean's 
opinions about originality, but | 
do not think this applies to 
software as well as to music. 
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Half of your CRASH Smashes 
In recent months have been 
based on platform games, so 
you cannot speak of 
unoriginality while you praise 

ames using the same idea. No, 

think the problem is not with 
originality, but with 
development. 

Hf in music, someone adds a 
drumbeat to a piece of classical 
music, itcan't really improve the 
tune. However, ifsomeone 
extends the ideas, it may be 
engoyabte. lt is similar in 
software: Kong from Ocean was 
awful, and so were all its 
imitators, but the idea was 
developed into Frankenstein, 
which was at least decent, 

However, these can be 
overdeveloped, [find myself 
frequently in need ofa good 
shoot-em-up, because | think the 
modern arcade adventures too 
difficult. (ie Everyone's a Wally). 
| have to relax my poor aching 
brain after a hard day's work, 
and this is not the way to do rt! 

Surely some software houses 


- Could give à help sheet on 


request for those of us who take 
too long finding the right key. 
What'do | show the relatives 


À somewhat topical and polítical drawing entitled 
Clive Castle. This was from GA KES 
He asks what art materials Oliver F 


work and 5 





| So please, don't leave the 


TER of Hartiepool, Cleveland. 
rey uses. Answers: tho illus- 
tration board is Daler Truline; inks are Winsor & Newton for brush- 
tely Products FW Mon-clogging waterproof drawing ink 
for the airbrush. All those materiais come from Langiord & Hill in 





every Christmas? They won't be 
interested in great graphics or 
seintillating sound, but they will 
want something easier to play. 
There is a lack of these games 
(only two good ones recently). 


arcade game asitis! Thereisa 
lot of room for development, 
unlike the arcade adventure 
idea, which | think is almost 
exhausted. |f software 
producers become obsessed 
solely with this, then it is 
obvious that more and more will 
nose into bankruptey. 

As for an “alternative 
software", | don'tthink this is 
likely. Even though it has 
worked in music, there is only 
one language and a specified 
memory for the Spectrum and, 
as vet, even an unknown 
software producer can make a 
g00d game. 

Finishing on a “minor' point! 
think it is offputting that you 
have so many errors in your 
otherwise excellent magazine, 
Apart from the italics which 
suddenty appear in the middle 
ota line forno apparentreason, | 
have recently become infuriated 
by incorrect prices and missing 


tmare in 
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| 


okes (especially Monty Mole). 
sn'tit possible for someone to 
proof-read the whole magazine 
| before it is printed? 
Simon Walters, Cannock 


| How dare per ft is prootread, 


's'no faultof mine if the 
rroffreader isa Russian 
skimo, Serious!y though, 

missin 9 or intorrect prices are 
often the resultof not knowing 
the actual price atthe time of 
going to press and sometimes, 
of course, they are mistakes 
brought on by pressure of work. 
Shell! trot out the “tt (sn Teasy 
being a software reviewer' line, 
or would you rather have the 

“considering lwas an 

underprivileged working class 


| boy wotgotno education, isn tit 


amazing that [can spell at all, fet 
alone know what an tale is. 
excuse? The thing is, when vou 
are reading CRASH vou are 
concentrating on dt [F trust, 
whereas when we are writing it, 
all we're really thinking about is 
where's the next beer coming 

| from (well Graeme Kidd is 
anyway, | prefer a nice dry 
“American martni with an olive 

| Dra stick in one of those 


| inverted pyramio-shaçped 


] 
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AN ANALYST 
WRITES 
Dear Lloyd, 


| remember soma years ago, 
when arcade gâmes were the 


| fastgrowing craze in this 
| Country, NES programmes 


such as “Nationwide' found it 
necessary to conduct interviews 
with what they considered to be 
the average video game player. 


| From what | recall, the basis for 


the interviews seemed to be that 
many people, especially 
parents, were anxious about the 
vast amounts ofmoney being 
wasted' by games players. 

Vrhen questioned, not one of 
the intervigwess, as far as | can 
remember, gave a full answer to 
the question Why do you like 
playing video games? 

Back then, it seemed stupid; 
of course we knew why we liked 


| playing video games tis 


because, well... llike,.. um, 
ves, 
And that's how it stands. So | 

decided to do a little 
a od, ofrmy own. | shall 

begin by enpiocina a few of the 
myths which surround video, or 
computer game playing, Bnbude 
the statement Itsa challenge 


which some of the old arcade 


boys used as an excuse for 
pumping £ 100 plus into Donkey 
Kong, Defender et al. Well 
balancing a pool cue on your 


| nose is a challenge, getting 5 À 


Levels is a challenge, but who 
pays money to do that? | will 
return to the challenge” of video 
paras when a few other points 
ave been sorted out, 
lIunderstand that current 
opinion favours the view that 
programmers write games that 





they themselves would want to 
play. Really? this is indeed the 
case, then it contradicts several 
other points. VVhat can 
computer/video games be 
successfully compared with? 
Films, records, books? The 
average film made today costs 
several million pounds to make 
and around E2.00 to see, the 
average LP takes several 
months to record and costs 
E5.00 to buy. The average novel 
can take anything up to several 
years to write and paperbacçks 
cost from E1.50 up... Computer 
games, OÍ su pposedly high 
Piso É can cost from £5.00 to 
15.00 (games, not business or 
educational software, that is). 
Now, back to the 
“prograrmmers write what th 


| wantto play" question. More li 


“programmers write what they 
want to sell”. Blasphemy? Well, | 
don't really think so. 

Do all the authors write books 
that they wantto read? Are all 
books excellent, and worthy of 
high critical acclaim? So we 
dont wantto compare 
eras games with 

solto novels do we? Not 
ss the prices were the same 


anyway 

o what about records? 
Initially, the trends would 
appear similar, especially with 
magazines running top 30s etc. 
But, personal taste has a lotto 
do with records, and music in 
general, whereas, if à computer 
game is awful then no-one will 


| appreciate it. An awtful record 
will still get radio airplay, 


however, 

Films — now there is a thing] 
Of course games aren't like 
films. | am afraid they are, or 
rather they have become, like 
films. Major films are preceded 
with a lot of hype, alossy adverts 
etc: supposediy major 
computer games — Sabre Wulf, 
Underwuride, Lords of 
Midnight, Valkyrie, Frankie, SW 
— are all built up before release. 
Films all falo on stars, and I'm 
sure we realise who Willy, 
Wally, Monty, Dan, Ted land so 
on) are. You don't? Well, you 
will! 

Films don't run for more than 

a few weeks, Most computer 
games are designed to be 
completed in a short time. Ever 
wonder why the Ultimate games 
have a percenta 4 as well asa 
high score? Well, ['l'tell you — 
it's so you know when you've 
finished, and also that it is time 
to buy the next game. 

The old arcade favourites 
didn't have a percentage rating 
ora completion, because the 
way they made money was to 
keep you thinking you could 
ahways do better next time. WVith 
home computers itis different. 
Once a sele is made, the only 
way to make more money is to 
sell something else. À game that 
lasted forever and was also a 
good game, would not be very 
profitable. So sequels are a 


seo idea — for money-making, | 


f nothing else. 


E 





MARK WOODS from Bradford offers SA 





Em notsure that this applies to 
all games or all software houses 
— Only most ofthem, When 

reviews a game, why not 
include a rating of estimated life, 
to give some indication of how 
psp an average player will take 
finish or get bored with the 
do, Do not confuse this with 
addictive qualities' — jt's not 
the same thing. 
SO! why do people play 


computer games? Why do play | 


computer games? No good 
books to read | suppose. Sorrv,| 
was almost beginning to sound 
serious as well, 

The problem is: people who 
like video games also like games 
that they can complete, This is 


WHAT AN OKTUP! 


Dear Lloyd 

Ach! Ach! ri assi Gnurgle! 
Wihat is this? Little old Oktup 
really Okt it up didn't he? He 
called Jetman a Pollock!! 


most upset. | don'ttook like that, [> 


Em sure, 

Nevermind, might forgive 
E Ultimate if they bribe me with 
gifts and apologise property! 
James Pollock, Wakefield 


Gosharootie, what can | say” 


LM 





playing into the hands of the 
producers, as itis justas easy for 
them to produce a game with an 
END as it would be for to 
produce an evertasting game of 
a similar style. 


John Tapper, Garway 


ig bleak view of life you 
have, John. Em sure you don't 
really think quite so seriousiy, 
Doug and sadly about it all 
esse: But dom 't let me put 
sinto your mouth. Às a 
writer Of some seven 
tunpublished| novels [see Letter 
of the Month), [can say that! 
certainty could not write a book! | 
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jo papéis this month comes from LEE MARTIN, Hove, Sussex, 
with a cartoon about a day in the life... huh! Anyvray, just to know 


there's no hard feelings over: 
Amerh 


likened to a certain wellknown | 
sofiwaroa. 


can bem cida ng Loa gets É 12 of 


would? twant to read. and | 
think the same goes for 
Programimers with an important 
exception — an author is usually 
alone with his imagination, 
Whereas the computer 
programimer may be part ofa 
team where programming, 
games designing and scenarist 
skills are separated out. This 
means that a skilful programmer 
can easily work on something 
which overai! he doesn't 
fee fike and stilfdo a 
g00d job. 
in estimated life rating would 





be impractica! because you 
would be asking reviewers an 
impossible question to answer. 
Ratings in general are of 
dubious value as far as [can see 
— something over wiich think! 
can say ! have heen consistent— 
and to introduce mare seems 
pointiess, especially when it is 


| something that is entirely based 


on an individual view rather 
than one that several can agree 
on. Has anvone got stron 


* feelings on some of John's 


interesting ideas? 
LM 


| Simple and fast 
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MY IDEAL GAME 


Dear CRASH, 

Iwould like to offer my ideas on 
what should make a computer 
game a CRASH Smash: 

1) There is no point in superb 
graphics ifthe first screen is 


| Impossible or difficult to get 


through (eg Jack ano the 
Beanstaik), 

2! Ha game has many screens, 
there Should be a facility for 
entering gach screen (eg 
Loderunner).Manic Minerwas a 
frustrating 3or4 screen gameto 
me, until the screen codes were 
supplied — and at £6.00, 4 
screens is poor value. | don't 
think MIM or JSW would have 
been as popular ifthe many 
pokes had not been supplied, 
3) There should also be an 
infinite lives function (eg 
Loderunner, again, offers this). 
As mary people are not CRASH 
champions, many good games 
lose their addictiveness when 
regularly confronted veith the 
"Game Over screen. 

4) AI ui should now offer 
re-definable keys. When 


attempting to play some games, 
| often wonder which biological 





| MICRONET 
'LETTERS 
BETTER VALUE 


Hi, 
Ive quest finished reading CRASH 
No 17, which [bought at 
lunchtime today. | read itfor 45 
minutes over lunch, and from 
à. sp to 9.15pm. 4 hours 45 
minutes for 95p is marginally 
better value than using 
| Micronat! 
Keep up the quod work. 
1Stones, 204708737 


And what's more, you car 
always cat itaftenveros if you're 
Hungry. 


EGGY THUMP 


| lhave just purchased à copy of 
Chucky Egg 2, 
| am amazed atihe quality of 
the tape cassette it comes on — 
tis the worst type of cassette 
tape | have ever seen from a 
software company. When | play 
tonmy Spectrum, itsounds like 
Denis Rufarse, or however you 
| spellit. 
But | have found out how to 
“diagnose the problem. All you 
have to do 15 get your tape and 
chuck tata nice solid outside 
wall. 
CHUCKY TAPE! 
oteven Broad, 073768287 


Sounds like a heavy solution 


LM 
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| however, lhave been able to 


species the designer belongs to, | 
5iNo more than five keys should 
be used (excepting strategy 
adventures) after five, forget it. 
6) Joystick-key mode should be 
concurrent. When playing with 
more than one person it is 
frustrating when you have to 
reload the game to change the 
mode (eg Fransam), 
7) Prices are far too high for 
certain games. When 
companies like Firebird (Booty 
£2,50) and Mastertronic (Finders 
Keepers £1.99) can produce 
excellent games for low prices, 
£9,00 and above seems 
unreasonable, À poor game can 
be purchased at any price. 
8) All games should have a slow 
down, or easier play function. | 
originally purchased my 
Spectrum for my daughters, 
who frequently play a gamefora 
short time only, due to the 
difficulty of the game. 
Computers are for everyone, 
not just the high scorers. Games 
should be made enjoyable, not 
difficult, and Imention 
Loderunner yet again as an 
example. Here is a game with 
150 screens, someé easy, some 
moderate and some extremely 
difficult. Due to the Infinite lives 
and any screen feature, 


Do e eee 


NASTY MAN 


[HAVE HORSE-NAPPED YOUR 
MASCOT OLITHE FDAL, EITHER 
SEND ME 1 MILLION POUNDS 
OR | TURN HIMINTO DOG 
FOOD, 

Paul, Adam (À friend) & Robin 
532843116 


Go ahead, ! hate horses, ti 
Jeremy Spencer who millhe 
upset— pn the other hand his 
dog Poddy fhonest — that's the 
name) might be interested. in 
the dog food Ermesn: 


LM 


NORTHERN 
LIGHTS 


Welcome Lloyd from all us 00p 
North, 

Eee its reet grand to have you 
on tnet hinny, Às you can see, 
my dialect is suffering 
somewnat, me being à 
GEORDIE living near Barrow in 
Furness (Famed for the Bus 
Depot). Why don'tyou start 
some review frames, or the like, 
on here? 


David Bianchi, 022963348 


Fou ve got to be kidoing. After 
the stunning/y enormous 
Pnancial joss caused by Lord 
EMAP's injunetion last month, 
we can barely aflord the phone 
Dill let alone Micronet's |Pdom 
fees! It's under discussion 
though... 

LM 


play the whole game. This is 
value for money — instead of 
waiting for weeks for one of the 
magazines to come up with 
pokes, | have a complete game. 
| Hunter, East Kilbride 


fhere's some very good points, 
The only two Nlcomment onare 
price and difficulty. it's true that 
Mastertronic and Firebird have 
changed the face of software 
prices but, at the risk of 
offending Mastertronic, they did 
a marveilous business deal at 
the outset to achieve 
enormous!y wide distribution of 
pretty terrible games. Because 
of the [then extraordinarily) low 
Prices, they must have made a 
small for even large) fortune 
wiuch has since put them in à 
good position to buy in or write 
better quality games and still 
Recp the prices low. Firebird, 
let's face it, has a rather large 
financial backer to enable itto do 
much the same — British 
Telecom (nat that 'm 

Sep 4 they mustr't make a 
pront because of that). As to 


| diMiculty, we do tend to classify 


games at least in our own 
mundos, andCRASH Smashes 


| may not appeal to all because of 
| e games difficulty. 


SENSIBLE MBX 


Dear Sir'Madam (could be a 
pseudonym!) 

Come on LM, keep the softwara 
reviews out of Tech Niche and 
have it solely hardware 
oriented, because after all little 
enough hardware is highlighted 
in your mag as it is. 

Put the “artistic” prog reviaws 
in their own section, along w 
other non-games software suc 
às Utility and Educational 
Software. 


Steven Brown, 417718638 


MEX Graeme Kidd ano tell him 
Pr, 
LiFT. 


Li 


RUDE MBX? 


Hi Pillock Features 

What's the big idea, boasting 
about your achievements in 
Circulations increases? 

Yet again, you immaturely try 
to insult the opposition in your 
reference to Y5 on page 48 by 
implving that its readers place 
their copies in the water. 

What's this about not rephying 
to letters due to the sheer 
volume etc. Does this include 
MBA lfso, then wby? Dont use 
the old volume trick as itwon' 
wear as Your Computer, who 
have a circulation of approx 
double yours, does replv. 


S& Brown, 417718638 


!s Brown a pseudonym for the 
colour of something? What's 
Wrong En saying that our 





PEDANTIC 
PRANNET? 


Dear Lloyd, 
In the June issue of CRASH, 
Derek Brewster reviewed 
Hitches Cauldron in his 
Adventure Trail. After reading 
the review, | noticed that Derek 
called a toad stimy. But in actual 
fact, toads are nowhere near 
slimy — they are dry and warty. 
Frogs, on the other hand, are 
slimy. And | speak with 
experience, keeping an 
American Bullfrog and a Fire- 
bellied Toad. 

Also, toads walk and frogs 


| jump. 


As a reader, | thought that 
your team hadan O of 250, after 
producing such-a fab mag. But 
after this review | shall decrease 
itto 230. If Derek is not to blame, 
then collar Mikro-Gen, and get it 
corrected. 

Geoff Grayson, Doncaster 


Sorry about that Geoft but 
you've obvious!y not bumped 
mto some of the slimy toads we 


| have! As a matter of fact, !would 


be delighted if my IO were as 


| high as you so kindly suggest 


even after the travesty of 
Aida to toad's as siimpy. 





Circulation is increasing Fit is, 
and what proofdo vou have that | 
Your Computer repiies to al! 
letters? 


LM 


CHEEKY MBX! 


you do not want to go outof 
business, | suggest thatyou start 
to learn something about 
computing, rather than purely 
praving childish games. To start 
with, can you tell me the address 
of the ROM routine to print out 
the contents of the BC register in 
decimal? 

With regards from someone 
interested enough in computing 
and intelligent enough to do 
more than play games, 

Alan Potter, 417782056 


But obviousty not intelligent 
enough to get on with itand 
accept that other peopie have 
other interests. ln fact we are 
pertectly capable jand believe 
me, f mean djoftelling vou the 
address, but such obscure 
questions are usually answered 
by books. Buy one, and fear to 
read. Perhaps a chidish game 
playeron the Net might be 
prepared to teach vou Rom... 


LM 


Okay, then, that's the lot for 
another month. Let's hope this 
issue gets the wide sale it 
should do! ['d be interested in 
any comments anyone wants to 


| make regarding the injuncted 
| issue (August), but remember 


Vil have to be very careful about 
what gets printed! 
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Jolly old Rupert can walk, 
jump, leap, climb stairs— 
and even fly — but can you. 
get him to the party! 

32 challenging screens 
of E animation pi tu 





Quicksilva Ltd, Liberty House, 
222 Regent Street, London WIR 7DB. 
Telephone 01-439 0666 
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from ROBIN CA NDY 


Once ct the Prasina section is under attack from readers 
[see Forum). Does anyone like this section anymore? . 

I've repliad to some of the points raised in Mangram's letters 
page, but | would like to hear from some more of you about the 
matters discussed: should | leave games for at least five months 
before publishing tips, or should | leave itfor at least one month and 
only publish a few tips for each game every month as is the case at 
the moment? Of course there are a few exceptions. 
| Hany of you saw last month's intro you would have read about 
| oadbdone Ev qua romised a nice logo by the unscrupulous Publishing 
| oger Kean (see, he even gets such privileges as having 

Sms name in italics — | have to make do with plain old bold typeface). 
Well, (this is extreme anger here, so 'm allowed at least one oppo- 
site of ill) did you see any new logos? 

The only difference that | saw was that the photo had changed 
(no, not a new one, the same old one, but in a different position on 
the page). Does this mean that | will have a new logo this month, or 














other for his ego to sit on). Às you can no doubt see, the life of Crash 
Minton is not a happy one (especially without a chair). 

At the time of wrrting (July 24th) most of the tips that are coming 
into the offices seem to be mainly for Dun Darach but hopefully now 
that we are well into the summer holidays there will be a bit more 
variety. | iculariy want some more tips for the other games in 
the Fourth Protocol. | 

The maps seem to be increasing in size, detail and quantity | 
(particularly Dun Derach and Nodes of yYesod maps). Should you | 
wish to submit a map then send it to the usual address — but if you 








a chair for about 2 minutes 


THE FOURTH 
PROTOCOL 


Some Top Secret tips have been 
smuggled to me by Crash agent 
Andrew Lewis some- 
where in, Leicester. So only read 
on f you're desperately stuck in 
part one of the game: the Nato 


= Cencom co 


uter 

contains a file called 
Telephone". Ithis file is 
examined then vou will discover 
it contains three telephons 

| numbers: those of Blenheim 
icomputer); Medical Security 
and Sir Anthony Plumb, The last 
number (5 only to be used when 
vou have all the details about the 
traitor and his contact otherwise 
valuable prestige points will be 
lost. Medical security can onhy 
be contacted after Bracton has 
'phoned. Blenheim computer, 
however, can be 'phoned at any 
time. 

The strategy for play isto read 
all your memos and files first, 
then you must decode your 
password for Blenheim 
computer; this is usually 
PHOENIX, FIREBIRD or ROCKET. 
Once this is done then 'phone 
Blenheim and transfer all the 
files. The files at Blenheim are; 
Nato; Paper 1; Paper 2; Paper 3; 
Paper 4; Paper 5: MOD; Cabinet; 
Foreign; Abbs; Stanistav; Pizza; 
Maras: Pastem ak; Faulkner; 
Bracton: Thom: Blodwyn:; 

Trade; Names: Delivery; 
Nilson; Omparade; Shoukir and 
Fox, Now take time off to read 
the files. By analysis of the files it 
15 possible to narrow down the 
choice of traitor to either Night, 





chair? (| haven't even got an uncomfortable chair — | did have 


Faulkner, Sopwith, Janes or 

Allen because they were the 
only people with access to all 
five files and a photocopier. 

Assign 26 traitors to ÁAbbs, 
When you are asked what you 
wish to do about Stanistav then 
select other options and type 
“Turn Stanistav' (enter) and then 
type Jan Stanistav' (enter). This 
should getthings moving, When 
Stanistav defecis then take the 
watchers off Abbs and put them 
on Allen. VWWhen a watcher 
contacts you and gives You a 
“phone number then 'phone it. 
Now search the flat and 
interrogate the Landlord. Now 
arrest Allen and transfer him but 
don't use the heavy methods 
option because this looses 
prestige points. 

After a while you will be 
notified about Warburton and 
Banister via à memo so put 25 


will ha have to to take extreme retaliatory action and nick his nice want your map returned then either enclose the appropriate 


amount of postage or even better send a photocopy of your map 


e other day but it was kindly removed with the colours marked on, f any are necessary. | suppose that's 
by a member of the ZZAP! mob because he wanted two chairs, the 


enough of the intro muck so on with the tips. 





watchers on each of them. Later 
vou will be asked to call a 


| telephone box number. Do this 


and digup theobject there, Now 
inform Special Branch of your 
findings. 

When fe are-contacted 
about Johnston via a memo 
then put Watchers on him 
(about 20 should be enough). 
Eventually you will be asked in a 
memo what to do about 
Pastermnak. Reply to this with the 
“approach Jolbnston' option. 
Later a phone call from 
Johnston gives you information 
about meeting with Pasternak, 
you MUST go to this 
immediately. 

When the NEB plans are 
| heaked you must analyse the 
paper or you will either scare o 


| the agentor loose some of your 


prestige points, Do not bother 
trying to make the paper reveal 


it's source because the 
following court case will lower 
your prestige value, Besides 
Willis is later caught via his 
fingerprints so prosecute him. 
watchers should be placed 
on both Faulkner and Genovese, 
This will allow British Telecom 
to intercept a 'phone call which, 
when the tape ofit is analysed, 
will allow you to compare voice 
prints. After receiving a 'phone 


| call concerning voice analysis 


ou will be able to travel to 
tockholm. 

Diplomatic files are kept at 
Stockholm. But there gre also 
others which are kept at Umea. 
Read the files Commander, 
Incident, Nilson, Stenbern; 
Westin, Rosencranz, There are 
several locations that can be 
visited: Storuman, this is where 
Rosencranz and Anna Nilson 
can be found; Stensele, where 


| Gunnar Westin lives; Borgatiall, 


go climbing here and vou will 
receive a report from 
Stromisson which should help 
vou to answer the questions 
posed by Sir Anthony Plumb. 


DOMESDAY 
CASTLE 


From Simon Hern of Bedford | 
The route to take to complete 


the game is: upper right door, 
upper right door, lower right 
door, lower right door, upper 
right door and then the lower 
right door seven times. Leave 
the castle via the top right door 
before the castle explodes. 





CRASH September 1985 59 










Magna Carta 
SO SE 


STARION 


Here is some more of 
STARION's solution as sent in 


| by Tim Dawson of Farnham. 


BLOCK 2 GRID 2 


' AD 1882: SHERLOCK — 
| Detective begins in 'A study in 


scartet' 
AD 1983: YACHT Ed sós E 


has a winged hull 
AD 1894 : ARGON— Rayleigh 


and Edo Einórtga as 


AD 1982: HE 


ney 
Clark's is atificial 


| AD 1971: PENCE — Britain's 


ADC Papo lg 


Mueriaia! 5 birthplace 

AD 1880: EXETER — Necktie 

appears in Oxford college 
1962: MISSILE 


— Crisis in 
Cuba Aa 
BC 0257: EUREKA — 'l have 
voth Archemides 


found it 
GRID PASSWORD: EMPHY- 
SEMA 


BLOCK 2 GRID 2 

AD 1665: RATS — Great plague 
cárriers 

AD 1655: PUDDING — Swezt 


lane in the great fire of London 

AD 1215: SCROLL — Stationery 
e 956: AMPEX — First video 

recording s 

AD 1903: ORVILLE — He's right 


inThe Flyer' 


AD 1484: CLAM — From this 


| Batticelli's Venus is born 
AD 1 


:OARS — Help Oxtord 
win the boat race 
AD 1565: LISA — Leonardo's 


Pois lad 

R AD 1778 IRÔN— Meta for 

| calbrookdale's bridge 
GRID PASSWORD: O EMOLIS O 


BLOCK 2 GRID3 

| AD 1557: RUDDER — Stser 
Drake's Golden Hind around the 
woria 
AD 1961: PIGS — JFK's fiasco in 
thiscuban bay . 
AD 1913: GEIGER — He counts 
nora rticles 
Galil sal 

AD 1 A s swi 

ninger Integrated 

ci pr is vi rare 

"AD 1876; TELEPHONE — 

| lola Graham's has a ring 

ot 

AD 1919: AIRSHIP — 
Transatlantic first 
AD 1932: NEUTRON = No 
charge 


| AD 1916: INTERRUPT — Prevent 
| bullet hitting the Baron's 


Rperas, 


: STRAPPING 


po, lh 








AD 0035; KISS — Judas shops 
Jesus with one 
AD 1785: EDITOR — “The 
Thunderer' needs contro! 
AD 1 — Palindromic 
Radio detection and Ran ing 
AD 1596: TH 
Galilei takes tem rature 
AD 1916; AL — Getting 
prohibitively stopped in 
America 
AD 1834: ANODE — Faraday's 
pódio about electrolysis 

D 1928: MOUSE — Mickey the 
org is born 
AD 1933: REICH — Chancellor 
Hitler prociaims third 
AD 1 'D 


— Carol's 
Christmas author 
GRID PASSWORD: 


BLOCK 2 GRID 5 

AD 1862: LIGHT — Focault can't 
see its speed 

AD 1854: CARDIGAN — General 
ed charge ofthe Light 


ECO”: AUGUSTUS — 
Octavian's new identity 
AD 1938: BIRO — He makes a 


pointofballs . 
AD 1820: id dá — 
Marie's current un 
AD 1815: CAMP E Davy's minor 

eniuis 

1928: ANTIBIOTIC — 
aqu E enicillin is the first 
Se fibfipigndis USTEN— "Sense and. 
ui Ho a 

o Iolity dane Gargarin's 
E] 
GRID PASSWORD: 
BALACLAVA 


BLOCK 2 GRID 6 
BC 0300: EUCLID — His space is 
eometric 
1888: FILM — Moving 
pictures are made of'this 
AD 1900: LABOUR — Found 


working part 

AD 1981; IG — Royal 
couple e 

AD V744: AI EM — “God save 
the King" will become ours 

AD 0037: NAILS — Carpenter's 


material for Suspension 
AD 1747: KITE— Franklin's 
debe 
ORWELL — Big 

Brother's father 
AD 1907: SHELL — Royal Dutch 
hatches 
GRID PASSWORD: 

NOWFLAKE 
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E Lavi IN ie 


971 sh 


BLOCK 2 GRID 7 
AD 1834: ENGINE — Babbage's 


calculating device 
AD 1000: — Ha finds 
a new land in America 

BC 0776: ATHLETE — Olympic 
contestant starts the Greek 
calendar 

AD 1590: GALILEI— He d dropped 
his balls off the Tower of Pisa 
AD 1855: GAS — Fuel for Von 
Bunsen's device 

AD 1954: ATOLL — Pydragen 
bikini on a coral island 


AD 1936: GOLDS — Owens gets 


four in Berlin 
AD 1963: aerutdes E shoots 


nr do 
Pei Ada Ee s Model 


GRID PA PASSWORD: 
AGGREGATE 


BLOCK 2 GRID 8 
Em ao: seit Whítile 


AD 1957: 957. SPUTNIK — — Orbiting 
travelling com anion 
AD 1 ah SHUTTLE — Reusable 


Movi stairsi in Harrods 
AD 1944: IMF — Found Money 
fund in dão woods 
AD 1806: ARC — Triumphant 
symbol in Paris 
EBC nda : ELECTRA — Euripedes 


has 
AD 172: MET —Wapole 
in his. GRI PASSu | 

| : MAJESTIES 


AD 1653: MONARCH — Lady 
Jane's nine d sition 

AD 1941: OYS5 — Pagar] 
Harbour's contents 

AD 1945: UN — Charter signed 
in San Francisco 

AD 1926: ICi— Imperial 
chemical industries 

AD 1495: PAINT — Material for 
Da Vinci's last supper 

AD 1877: MARS — Schiaperelli 
finds canals here 

AD 1882: TCHAIKOVSKY — His 
overture after seventy vears 
Pa 1841: RUBBER — Material 


aro year for Spock 

AD PACIFIC — Double 

GD PASSWORD V floats over it 

BLOCK PASS PASSWORD: 
METABASIS 





KUNG FU 


Erom lain Dunford 
As soon as the game starts 


walk to the middle of the 
playing area and wait for the 
computer. Now kick him, E he 
doesn't fall down take one step 
back and repeat the process 
until he does fall down. 





SPY Vs SPY 


| spres admit, that at the time of 
SPY vSpyi is one ofmy 
selo 


m version is every 
bit as good, if not better. 
Anyway, these tips were sent in 
by Charlie Brooker of 

htwell--Cum-—Sotwell 

either) and toy should hai 
either) an 5 pyou 
build sb ranking up from 
small 

A, eb guda strat y to use isto 
put any secret objects into one 
specific room and then Booby 
trap just in case the other spy 


| enters there. lt is also a good 
| idea to make sure YOU have a 


remedy close at hand should 
you need to go into that room. 
Normally when the 
computer's spy dies he 
reappears in the room that you 
start in. So a good idea is to run 


| quickly into that room and 


booby trap one of the doors, set 


| atime bomb, run out and booby 


trap the other door. When the 
black spy reappears he will 
happily rumm age around that 
room and ifhe doesn't get killed 
by the time bomb then he 
Pd dg be killed by one of 
the booby-trapped doors. 
Should you wish to make the 
game à lot easier then when you 
are on the selection screen make 
sure that the airport door will be 
shown throughout the game. 
Now start the game. Go and look 
for the room with the the airport 
door in itand leave the blackspy 
to find all the necessary objects 


| while you booby trap the door 
| that gives access to the room 
| with the airport door. When the 


black spy has found all the 
objects then he will go to the 
room thatyou are in, but as soon 
as he tries to enter it he will be 
killed by one ofthe booby traps 
that you have hidden, Once the 
spy is dead then all his objects 
ni | be dropped in the room that 

he died in, so you can now and 
go and pick them all up and 
escape. 


| games, having played 
| R quite frequentiy on the CBM. | 
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RAID OVER 
MOSCOW 


| These tips for one of US GOLD's 


better conversions for the 
Spectrum come from Andrew 
Wilson of Dartford and they 
detail how to play every stage of 
the game, 

In the first screen where you 


POKES 
CORNER 





As promised here are some 
more of tha better pokes that 
were entered into the 
competition, plus some more 
recent ones sent in. First, 
though, we will start off with 
some of the pokes sent in by 
Richard Thornas of Redford for. 
amongst other things, 30 
Lunatiack: 


3D LUNATTACK 


First of all merge the header 
then enter as direct commands 
these pokes, then enter GOTO 2 


| and restart the tape. When the 


nd loaded you should 
ve 255 lives, 


Merge the loader and insert this 
poke just before the PRINT USAR 
RETDANTe nt and you will have 255 
| s 


POKE 38059,255 


SPECTRAL 
INVADERS 


First of all the loader and 
insertthe poke in the usual way, 
just before the PRINT USR state- 
ment. Then type run and restart 
the tape and when the game has 
loaded you will have lives. 


POKE 25062,254 


gé ss “ça 


a 


1 





Am 






pr 7? 


PSA 


have to steer your ships out of 
the space hanger, open the 
doors to the hanger as late as 
possible because when you do 
openthem your altitude tends to 
increase but do make sure when 





| You open the doors that you are 


a reasonable distance from 


them otherwise you could end 


up crashing. 
In the second Zazoxon-like 


TAPPER 


CRASH's resident hacker, Keith 
Walker, has come up with the 
vods for US GOLD's Tapper. 
ust type the routine into your 
Spectrum, save it to tape, then 
rum eat A À ao ep 


, 197, 245 
3,002,213 


AIRWOLF 


This splendid set of pokes was 
sent in by David Gary and lan 
Walker both of Bloxham. un 


e th de Sos “sin e REM 


ERERRIE, fum É ia 
lines 20, 30 and 40, Now type in 
CLEAR 23960 and then 


RANDOMIZE USAR 23760. Now 
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at) e a "1 


screen there are two good 
methods for scoring lots of 
points but one is more risky than 
the other: 
a) This is the more risky of the 
two methods because without 
prsceino a lotyou tend to get 
illed off quite often. Go up until 
a missile appears then go quite 
low and wait for the missile to 
get ahead of you. Now go back 
up so that you are level with the 
missile and shoot it! Just 
continue with this method until 
you proceed on to the next 
SLreeR. 
b) Às soon as you appear on 


start your Minwolftape from the | 


beginning and when it has 
loaded you will have infinite 


These pokes for the first of the 
Wally games come from 
nado de Grist of Sheffield. Just 
e dd rogram in and start 
he m the beginning. In 
line 20 there is an error check 
routine. you have made an 
erre tan dr or data 
program wi you so 
when you run it. 


10 LET E = 0: FORA = 23296 TO 
23335; READ B: POKE A,B: LET 
C= C+B:NEXTA 

20 IF C <> 4659 THEN PRINT 
“ERROR IN DATA": STOP 

30 RANDOMIZE USR 23296 | 

40 DATA 55, 17, 241, 1,221,33 

34, 127, 62, 255 


70 DATA 4, 119, 35, 198, 9,16, 
250, 195, 250, 254 


NODES OF YESOD 
In last month's Pokes 


is to 188 and in line 
ange the LEN AS to LEN 














screen, fly low so as to avoid the 


| oncoming missile, Now, just 


concentrate on how to destroy 


' the ground targets and 
'" helicopters, but remember to 


stay low down. lfyou should see 
a row of trees coming towards 
you then Don't Panic. Shoot at 
the trees and ifyour bullets go 
ieideo ht through without hitting 
anything then you are safe. 
your bullets do hit a tree then 
just move a little to the left or 
right and fire again to see ifyour 
bullets still hit a tree. Just repeat 
this procedure until the bullets 
don't hit anything and you 
should get through alright. 

In the screen with the silos, to | 
ta the one on the far right, 

ower your plane until it is 

almost touching its shadow and 
then fire at the silo and you 
should destroy it because you 
are at the correct height. Now 
destroy the other silos — except 
the one in the middle. Once you 
have done that, get to the same 
height as the silo in the middle. 
Now shoot planes etc until there 
is about 3 seconds to go, now 
shoot the final silo. 

“The next screen, Moscow, has 
eight towers which are to be 
destroyed, All except two of 
them are in line with the 
attacking soldiers. So get 
yourself lined up with the 
soldiers and you should be able 
to getsixofthe towers etc. Oncêé 
all eight towers have been shot 
vou will proceed onto the next 
screen and the final conflict. 

When you appear on this 
screen you will notice that the 
robot will always move right, 
You should, after a couple of 
games, be able to predict the 
robot's movements and so this 
makes destroying it a lot easier. 


TIRNA NOG 


| From FP Mckeovwn of: lreland 


To make Cuchulainn invisible 
goto Lon Liath and collect all 
the objects from behind the 
tocked doors and the goblet. 


ENow go to the stone tablet and 
drop them there. The tablet will 


now read W,N,EMN,E,7. Follow 
these directtons-and then go 7 
paces east and drop a spade. 
You well now receive half of a 
torce. The other half torc is in the | 


Rice cave. When both halves are 


put together then you are now 


E invisible (the sidhe still send you 


back to the beginning though] 
The best use for the tore is for 


getting past Nathair. 


VIEW TO A KILL 


From Craig Lemon of Essex 

The passwords for section 
two and section three of this 
game are 08521 and 000000 
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This month's set of tips for 


- Gargoyle's classic game are 


supplied various sources 
including: Alistair MeCleod of 
Dunfermiine, rio VOUNA of 
land, » 
Summerscales of Batley, Allan 
Gunn and Jason Partington 


| both of Poole, Lawrence Molloy 


of Purley, Michael Mitchell and 
Gary Mackintosh both of 
Morayshire — and of course, 
yours trulyl. 

Open the invisible door in 
Cross Street, which is opposite 
room 55, with the M key. Inside 


| às the Telestone, take this, Now 
and buy a 
Magick store, 


ll from the 
sit your key 


on the counter and offer the 


Telestone, this will reveal the 


location of Skar. Now. 
find Skar (keep using the 
Telestone so that you can easily 
track her down] and offer her 
the spell when she is near, this 
willimake her visible. Ifyou have 
a thieves licence then go and 


and 


| steal the pearl from the 
| Strongroom; if you don't have a 


thieves licence then get some 
money and buy one, either by 
honest means or by using the 
methods detailed last month. 
Take the pearl and give it to 
Skar, who, in return will give 
you a scroll. Go to the castle 


with the scroll and the d- key. 





DRAGONTORC 


Last month's tips for 
Dragontore didn't quite make it 
into this section, owing to lack 
of space, so here a are along 
with a couple more tips for the 


same time: youshould now be 


in Witchwood. Find the 
message that says Batswing, 
writchieaf, frogleg will reveal 
and then collect the bat, the 
herb and the frog that is in a 
pool. Now put these into the 
cauldron and get the wand that 
floats out. Go next door and use 
the wand to move the flagstone. 
Take the el gem and the spell. 
Give the elf that wanders 
around the woods the gem in 
return for the other half of the 
Moon Key. Now construct the 
whole key and take the Full 
Moon, Deactivate the magic 
sword with the wand and take 
it. Now with the magic sword 
cut down the sapling to make a 
magic broom with which to 
sweep the leaves. You should 
then find a second large stone 


| anda message. What fullmoon 
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Remember Pita likes jewellery! 


“which opens 
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That's enough tips for Dun 
Darach for this month but here 
are the solutions to all of the 
galleries. 

The pec on the northemm 
part of Herne Hill should have 
these items dropped init: an 
arrow (from the Fletcher in King 
Street); an ro lh A 
Carpenter in cad); a hoe 
(from the Farmer in the Parade) 
and a needle (from the Draper in 
Long Lane). 

The gallery on the southerm 
part of Herne Hill should have 
these items di in it: lead 
from the Alchemist in Cross 

street); a last [from the 
re a in Long Lane); E sting 
from the Apothecary in Heath 
te Ani 
cary in Ô. 

The gallery in Stone Road 
should have these items 
dro in it: a hammer (from 
the € anter in Bird Street); a 
barrel [from the Cooper in Long 
Lane); dry salt (from the Salter 
in Oakroad) and a broad axe 
(from the Armoury in Long 
Lane). 

The last gala in Marsh 
street should have these objects 
rh e init;a rue (from the 
Herbalist in Bird Street); a pile 
[from the Herald in Amber 
Way]; a razor (from the Barber 
in New Street) and a foil (from 
the Sword smith in Oak Road). 










| reveals take it with steel" this 


means use the Moon on the 
stone but don't go without the 
Moon or magic sword. Before 
ou go, move the other 
ii in the woods for the 
Light spell. Now proceed to 
Sanctuary. 

You can killthe goblins with 
the Missile spell and protect 
yourself against the Demon's 
missiles wrth Mantle. If you 
walk into the Cursed Scroll you 
are transported to a doorless 
room. Use the Leyrod to reveal 


the exit. Uncurse the scroll with | 


the sword to get the message 
The vault of Locris is opened 

with Sunkey”this is the object 
you are looking for. One of the 


"goblins has the Sunkey and 


another has a green chest key 
ree chests. In 
dark rooms use the light spell. In 
one of these rooms is a cursed 
wand use the sword on this to 
take the curse off which then 
pres you the message '| can 
ind what | hid where it is 
biackest'. Now use the sword 
on the magic spiders to gain 
some more spells. Unlock a 
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green chest with the green key 
to get the message 'One leads 
to a gate through the other 
locate”. This is meant to be read 
in conjunetion with the 
message you get on the Locate 
spell which you receive when 


you destroy the winged demon. 


Look for two doors side by 


| side — one has an exit cube in it 


— then you must use Locate 
inside it to find dp chest 
which is unlocked by using the 
green key. Take the cursed key 
which has a message from 
inside the chest. The message is 
'One lost, one in ruins, one in 


| hell, one cursed” this gives you 


clues to the whereabouts o 
each of'the crowns. K also gives 
you the order in which to 


| destroy the crowns. To get to 


the two doors side by side two 
ap must be found. One is 
where it is blackest', je in a dark 


| room. Use the Light spell to 


light the room and search the 
room with the wand. The key is 
on the back wall under a stone 
carving. Also search the tomb 
with the Servant for the Wall 
spell and kill the wraith with the 
Bane spell. Use the door key to 


| open the locked door by the 


goblins and inside is a green 

chest which is opened with the 

ap key. Leave the old door 
ey and take the one that you 


La de no) 5 


From Christopher Kav of 
Longford 

Ha Cyclone is brewing up near 
you and you are near an island 
that doesn't have a landing pad 
then it is possibleto land on the 
grass to avoid the cyelone but 
you don't qet refuelled 


HERBERT'S 
DUMMY RUN 


Following on from last month's 
tips the rest óf the solution was 
supplied by Andrew Turner of 
Stoke-on-Trent. 

Now get the torch and the 
bulb; the torch is mended. Goto 


| the dark room, and you should 


now be able to see in this room. 
Shoot allthe ducks and a couple 


| ofrolis of caps should be 
dropped, Put these somewh 


ere 
convenient. Get the À brick and 
the chocolate 10p and go to the 
screen with the till. Climb on top 
ofthe brick and walk past the till 
with the chocolate 10p. this 
should now be exchanged for a 
real 10p. With the 10p and the 
bomb go to the room with the 
10p slot and jump at it, You will 
now be in a Blitz game, and 


when this is eted you will 
| receive a cann dl. With this 
and the rolls of caps go to the 





have just got out of the chest. 
Now proceed through a dark 
room and open the locked door, 
at the other side, with the door 


| key. Go through this door and 


you should be in the room with 
the doors side by side. 

Use the Fullmoon and the 
Sunkey to reveal the exit cube 
and leave with the Sunkey and 


Cursed key. Now go back to the | 


vaults of Locris. 


Ônce inside the Vaults of 
Locris, open the locked door 
h the Sunkey. Now search 
the tomb with the servant spell 


and you will find the “UNDO'. In | 


the next avoid the fireballs and 
use Bane to killthe nearby 
wraith. The doorway to the 
room with the croven in it is 
cursed. So use the UNDO spell 
to remove the curse otherwise 
as soon as you enter the room 
you will be automatically 
transported to a room which 
used to have spiders. Once you 
have removed a curse (a moon 


ps appears) then use the 
"UNDO spelito release the 


crown and take it. Now use the 
RETURN spell and place the 


| Crown on the anvil and destroy 


it with the c Lof 
antithought. You can take the 
nom remnants for trading with 
elves. 


E FRANK BRUNO 


From Nicholas Dauter ofLondon | 


When asked to input you 
name enter NIK and using the 
codes below you can now 
access two more boxers. The 
code for Fling Long Chop is 


RM OHEIOFHLS and the code for 


Andra Puncheredov is 
FBIOOFAA. Has anyone gotany 
more codes ? 








room with the cannon and walk 
through it, The cannonball will 
be launched and a hole in the 
wall will be made. Pass through | 
this hole and get the space 


hopper. Then go back up to get 
the tennis racket and put the 
Sueca hopper in a convenient 
place. Next go into the Breakout 
room and complete the game, 
Once the Breakout game is 
completed Should receive a 
glove. Get 
with the glove go to Level 1 to 
the room with the hand 
guarding a door. You must now 
pia into the room behind the 
and (the hand will no longer 
harm you because you have the 
glove). You will be in a room 
with Wally and Wilma at the top 
of an escalator. Às you have the 
space er you will be able to 
Jump very high. This means that 
you can now jump up and 
switch the escalator on and be 





espace hopperand | 


reunited with Wally and Wilma, 
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Once the race has started watch | phsyical demands. A really good | 
for when the first breath' sign | Joystick (like a Kempston) ROBIN CANDY 
| appears in relation to the | should be used otherwise it is CRASH. 
istance markers — afterawhile | better to use the keyboard and PO BOX 10 
vou will be able to anticipate for your first attempts at LUDLONW 
when you must breathe, and weighaliftina you should try the be pn 
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wait until your character's legs 
are almost vertical then press 
fire again and waggle the 
joystick like mad, When nearing 
the ground press fire and pull 
left so that you land upright. 
Following these methods you 
should always qualify for this 
event, 

In the Archery try get the wind 
as near to O as possible (a bit of 
ractice at this and you shoula 
e able to get bang on O almost 

every time). Your first arrow 
should be spent on guaging 
“when it is bestto fire so that the 
arrow hits the bull. Get the angle 
between 4.8 and 5.2 degrees and 
a bullseve to get a NICE". | 
Try to get a very high speed 
when running, in'the ripte 
jump, and jump at a angle as 








o coa bd 
O BROAD STREET 


eavier weighis. It is also 
advisable to have someone else 
to press the fire button when the 
barbell flashes. 
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HYPER SPORTS 

















Imagine's latest blockbuster 
attracts tips from Alan Cowan of 





















Glasgow. | close as possible to 45 degrees o 
In the swimming, when the for each jumpyou have to make. gain | have filled up my 
swimmers line up for the start The weightlifting is probably allotted space and so must 
you should realise that it is onty | the hardest event to do really | finish off the column. For those 
about 3 — 5 seconds before the. | well in, not because of the of you who still don't have the 
address it's printed below. 





























start of the race so be prepared. | method but because of the 



















thus speed up your time by | lighter weights justto make sure | 









Want to keep in touch? Use databases, | 

electronic mail, bulletin boards, | : 

viewtext? Download the latest super DATA- ks 41] 

software from Preste!"? Now you can, | S PECTR Ú M 

| with your 48K Spectrum a suitable 

medem and the DATASPECTRUM P UTS 
modem interface and software package 

from Miracle Technology, YO U | N 

| DATASPECTAUM fits straight into the TO U [b = ' 

Spectrum edge connector and handies ind 

baud rates Of 300/3200, 1200/75 and 

75/1200, Software features include 

Mailbox Editor, Frame Processor, Save, 

Print and Telesoftware Downloader. 


The Dataspectrum Package, including 
interface, cable, cassette and full User 
Guide costs only E39.95 exc (E47.08 inc 
vaT & UK P/P.. It's avallable now — 80 
get in touch! 

aa! = nm mm 
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about a second or more. An 1 DA DZ — 
alternative to this is to have DE ERA E 
someone else do the breathing 


for you. 















| Plaase send me 
[1] DATASPECTRUM packages (E £47.08inc VAT 














The skeet shooting is quite a BrT | UND 
| sb sie After a while you ft is possible to hit some ofth [1] tengiose cheque/postal order 

will learn the sequences in shieids by | É way UF apgócs ai ae 

which the skeets appear andthis | LiLZacuas ou Du pd Aedo 


will improve your shooting. 
Should you shoot all of the 
skeets a duck will fly past ifyou 
shoot this you will receive a that e Su 
hefty 5000 points bonus andthe | Caá nes a 



















message Perfect. noe o waiting until OD Ro AR 
The next event, the iong sir blocos 
horse, is also quite easy to iria Vando deste am aca anta dica ea peça PAGAM aj elis 
master. Press fire as your man DO MI sena to: 
nears the end ofthe at cd o Spectrum Support 5. Miracie Technology (UM) Ltd. 
springboard, this will mean that | fm rei e Eleita EG E EE St Peters Siroet, Ipswich IPIIXE. ka MIRACLE 
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vou land quite near the end of 
the horse. Once on the horse 


















1/73) SPY HUNTER US Gold ss =. 
2 ( 3) ALIEN 8 Ultimate e 
3 (14) MATCH DAY Ocean | e 
4/ 1) SHADOWFIRE Beyond 
5 / 4) KNIGHT LORE Ultimate 
6 / 9) DUN DARACH Gargovle Games 
7( 2) EVERYONE'S A WALLY Mikro-Gen 
8/ 5) BRUCE LEE US Gold 
9 ( 6) STARION Melbourne House 
10 (77) DOOMDARK'S REVENGE Beyond 
















1 
| 12 (76) UNDERWURLDE Ultimate 
| | 
| 14/23) MATCH POINT Psion 
| 16 /-—) HYPERSPORTS Imagine 
8) WIZARDS LAIR Bubble Bus 
20 / 8) MOON CRESTA incentive 
| 21 (21) DALEY THOMPSON'S DECATHALON Sa 
| 22 —) RAID OVER MOSCOW US Gold 
23 [—) SPY Vs SPY Beyond 


24 [—) NODES OF YESOD Odin 
25 (18) TIR NA NOG Gargoyle Games 
26 /—) SABREWULF Ultimate 
27 (—) THE HOBBIT Melbourne House 
28 [-—) BOOTY Firebird 
29 (15) GYRON Firebird 

30 (26) CHUCKIE EGG 2 A&F 
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me mM Ui 
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“Th E noni s HOTLINE Dai winner is Chris. Hall pum geltast, a ca 
— North 7 ind rá Pi funners Sup nd Ala ; eo E 











1 —) DUN DARACH Gafgovle Games 
2 ( 1) SHADOWFIRE Beyond 

3/ 2) DOOMDARKS REVENGE Beyond 
5 (13) OUT OF THE SHADOWS Mizar 


7 [ 7) WITCHES CAULDRON Mikro-Gen 
8 / 8) LORDS OF MIDNIGHT Beyond 


10 (70) TIR NA NOG Gargovyle Games 
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Eos "12 /15) SPIDERMAN Adventure International 
de MRS 8 14 [12) SHERLOCK Melbourne House 
16 (771) GREMLINS Adventure International 
18 (23) EUREKA! Domark 


20 (76) THE HOBBIT Melbourne House 





21/24) TWIN KINGDOM VALLEY Bug Byte 
22 (27) HAMPSTEAD Melbourne House 
23 (20) MOUNTAINS OF KET Incentive 
24 (25) THE HULK Adventure International 
25 (21) ORACLES CAVE Dorcas 
26 (26) GOLDEN APPLE Artic 
27 (28) ESPIONAGE ISLAND Artic 
28 (29) VALHALLA Legend 
29 (30) INCAS CURSE Artic 

30 /22) URBAN UPSTART Richard Shepherd 





4 / 6) DRAGONTORC Hewson Consultants 


6 / 5) LORDS OF TIME Leve! 9 Computing 


9/ 4) COLOSSAL ADVENTURE Level 9 Computing 
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COMMENTS 








ALLIGATA have decided 


| to mark the launch of their | 
game JACK  CHARLTON'S | 
MATCH FISHING with a comp- | 
etition, open to all CRASH | 
readers between the age of 9 


and 21. 


lt's not that we're being 


'" ageist, chaps and chapesses, 


but if you win the first prize — 


| an adventure holiday — you'll 


just have to fit into that partic- 
ular age range. Comparative 
youngsters and oldsters can 
still enter this competition, but 
they will have to be excluded 


- "6 1 : 
gu ds] from winning the First Prize. 


The second prize is not to 


| be sneezed at — a full set of 


| | fishing tackle, and fifty runners 


up will pick up a copy of the 


board game version of JACK | 


CHARLTON'S MATCH FISHING. 


E»! Not a bad deal all round — you 


ye) to enter, and needn't actually | 
| own a Spectrum to enjoy your | 
"| prize if you win! 


Ta 
mp Ega 


Play Jack Charlton's 
'Spot the Fish' with Alligata and you 
could be in with a chance! 
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only have to be a CRASH reader 


Printed on the opposite 


| page is a selection of litile 
| swimmy beasties — but they're 
| nameless. What you've got to 
* do is discover the correct name 


for each of the denizens of the 
deep weedy water illustrated 
on the competition coupon, 





e, 


Sp 


o e O e SS 


AND work out which of them | 


poor dears, slaving away at all 
our competitions, we've even 
printed the names of fifteen fish 
to help you get your hooks in! 


Out with those illustra- 
ted guides to the finned world, 


| doesn't feature in Jack's Game. | 
| But to make it easier for you, | 


EANCEIGIGHING 
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Simpbgidentify the following fish from the list below and place the correct identifving jetter in - All entries must be received by Alligata Software Ltd, no later than Friday Záth January 1986, 
the box provided against ilhestration, 2. The draw for prizes will be made by Jack Charlton no Inter than 28th February 1986, || 
Complete the competition by entering in the area provided the name of wluch of the Mustrated - Because 0f restrictions on Alligata Software Ltd. only persons between the ages 9 yrs and l 
fish does not appear in the game Jack Charlton's Match Fishing, 21 rs may go on the Adventure Holiday — 1st prize, This will be taken before the 3]st May 
Then enter your name, address and age and retum to 18, to be decided at the diseretion of Alligata Software Ltd 
Alligata Software Ltd. 1 Orange Street, Sheficid St 4DW, - Allemplovees of Alligata Software Ltd. their advertising agente and Newslteld Publications 

are not eligible to enter the co empetition. 
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| dl 
| | 
| - | 
| | 
A Bleak B ne The fish illustrated above that does not appear in Jack Charlton's 
C Dace D Perc Match Fishing is 
| E Common Carp F Salmon (complete in block capitals please) | 
| G Tench H Pike seia | 
I Rudd J Crucian Rene = 
| K Chubb Carp alii ER || 
| M Bream L Roach meras. Ed Postcode | 
| O Grayling N'Gudgeon Age |] 
| j 
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nture 
des Holidayé 


Win a week's adventure holiday packed 
with outdoor fun and sporting as activities. 
Lots of laughs, lots of 

excitement — some of it 
to be spent with 
Jack Charlton 
himself, 


















Fishing 
You know your fish now | Ei “À mé 


we'll set you on your 
way to catching the real thing - 


rod, Teel, keep net, 
basket, umbrella 
and of course a 
few hints 

From Jack. 


| MKO Char sn 'g 


Doar exciting prizes of this brand new 
family game. Enjoy the excitement of | 
mateh shine with Rupert Rudd, | 
Eric Eel and many other 
characters. 
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DURE SITTING DA AMD TS USED TO 
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“1 BACK NUMBERS 


 ZX SPECTRUM 


fillthat CRASH Gap. .... 


3April84 O 'Missile Command' games € Living Guide € Sinclair Talks 8 Code Name Mat 


4 May 84 € The Quill utility o Graphies utilíties hd Microdrive. e" Pengo' games nes O Living Guide his 


“ EJune8s 8 New Generation O Jet Set Willy Map € Panic games &  Alphacom printer 


6 July B4 €3Din 1 games € Atic Atac Map 16 Specgraf O 'Pacman' games 


8 September84  GTirNa Nog e Downswayd & Comcon i'face 8 White Lightning graphics utility € Martin Wheeler 
& Antic iap % Design Design & Lothlorien 


( 9OctoberB4 8 Games Workshop & Dk Tronics 
10 November 84 € Eattletield Joystick — comparisons O Deus Ex Mac hina 


11 December 84 Music Typewriter O Sureshot | | “stick O Hisoft Ultrakit € Lords of Midnight ht Map e É Wanted: 
Monty Mole Map € Pyjamarama Map 


15 April 85 London Underground Map |!) & Designer's Pencil 6 Backpackers Map € Tec hnician ted TEN e 
Sinclair Story 18 Chris Sievey 6 Scott Adams 6 Mizar & Artist: David Rowe 


16 May B5  € Sports simulations round up & Sinclair Story 24 2 € Firebird 6 Incentive € Light Magic graphics 
utility O music utilíties O Underwuride Map 16 Bruce lee map € Sabre Wulf Map € Everyone's À 
FONDO a 

17 June 85  € Denton Designs € Frankie 8 Spectrum surgery € Sinclair Story 3 € Knight Lore Map 16 
Underwuride Map 2 & Tape to Microdrive 6 Leonardo graphics utility O Datel sound sampler & 


Artist: David Thorpe 


ERR E €Gremlin Graphics profilee Artist Bob Wakelin 9 Sinclair TV6Tape MagazinesLeonardo utility 
part two O CRASHBACK looks again at games in Issue 88Gyron map of AtriumbModems round- 
up And the cover that had the Jehova's Jumping! 


ER ES GEL pp SODA PER PER PETER PS ip RR Jam Retro Oliposter — Fighting 
SpectrumêMirrorsoft ProfileBInside the Timex 20686Round Up of BASIC Compilers8On the 
Cover Artist Rich ShenheldeMaps of Dynamite Dan and Shadowfire 


Issues 2,7, 12,13 and 14 are now out of stock 









Back issues are going fast — better get your orders in quick, t's e I would like to order the too issues: 
probably rip its if you nem tó gira early issues, as 
we're gett ng short ou mis ssue 19, we cam now com- | i 

feto tha gap in your pur pi with a trimmed down version, which doe icon ia a 

as a tasteful sticker added to the front cover announcing the fact! SU MIS br) 

801 9] 100) 1101 150] 

BACK NUMBERS SPECIAL OFFERS pa re E 
O Any three or four issues ordered at the same time — dOp off total N60) 1703 180) 190) 
& Five or more issues ordered at the same time — 20p off each item, 
PRICES P&P total (20p per item) £ RE 
O Issues 3, 4,5 and 6, 75p each Sub Total 
O Issues 8,9,10, 11, and 15, B5p each | 
O Issues 16 onwards, 35p each Less special offer discount H applicable 
ADD Ene r item ordered for Post and tg 
DONO SEND CASH — there won't be enough change to cover | enclose a Cheque or Postal Order for the TOTAL pe] 


the cost 0f sending vour back issues if the Post Office charges us to 
Fear ro po onça! DO NOT pay in cash — cheques or postal order only please, made 
payable to SH MICRO. Please don't include any mail order 
Name | requests with general post for editorial, competition entries etc as it 
lo o lr lp will almost certainly cause delays. Include your phone number, if 
possible so Aggie can sort out problems quickly, Send orders to the 


ACTOS iss essieoe caras E Es faca address below. Thank you. End of Public Service announcement.. 
AE RES PAR A OS Se IS BACK NUMBERS 

CRASH MAGAZINE, PO BOX 10, LUDLOW 
Post Code...........s... SHROPSHIRE SY8 1DB 
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Yeh, it s me, your favourite Superstar, in my Arst-supa-game: | II 
need all your help to find my re friends in the nasty Rodent World where all kinds of monster meanies 
live. Hurry now, and ! ll see tado on your screen, rom your cudaly, adorable me, Roland Rat, PEDE 


rirybái 
' ET a a a À Er 


2d] 


Ri] ig o ii Pa chego pe tg Hits Ei 


4 PROOLRAONTTN us isto SEC AETE tasas Rumbelomes COMET 





IN THE LUNAR CAVERNS 
A Game in many screens, 
featuring a Right Charlie.... 


No, Ed give up the idea of writing the definitive Moon Cave game — Odin 
have beaten you to it with Nodes of Yesod, which achieved CRASH Smash 
status last issue. And In case yqu were wondering, Odin did get permission 
to print those tasteful CRASH Smash stickers they put on their boxes — 
they were distributing the game while the magazine was being printed, so 
some of you might well have seen the CRASH Smash sticker on Nodes 
belure you'd had a chance to read the review. (lfyou got a chanceto read it 
at all, that is, but we won't say much more about that right now.) 

Starring the Hon Charlemange 'Charlie' Fotheringham Grunes, NVodes of 
Fesod is one of the most entertaining ten quid's worth of software you 
could buy right now. lt's dead good, you node. All this sublunar activity in 
search of alchiems. Keeps a chap on his toes. Next month, our illustrious 
Art Supremo, Oli Frey has plans to produce the definitive map of Vodes of 
Fesod — work 15 already gently under way. And the chaps at Odin, when 
they heard this, thought it was only fair to encourage vou lotto have a go at 
mapping the game for yourselves before the version in glorious Olicolour 
hits the streets at the end of September. 

5000, they're offering fifty copies of their NEXT game for the Spectrum 
as prizes tor the fifty best Nodes maps. Can't be bad. Robin O“ the Wood, is 
what they're going to be calling their next game, so itseems, and from what 
Jeremy Spencer and the evil Graeme Kidd brought back from Liverpool the 
other day, it looks dead good. (Should result in lots of dead Normans too. 
Funny, Lhad an uncle called Norman once. He lived in Droitwich, and my 
aunte — that's his wife — was a member of the WAAF during the last war, 
as | remember. Funny old world, eh?) 

Now we appreciate you haven't got an awful lot of time on your hands, 
with this mapping competrion .. . only a month, if vou've got this copy of 
CRASH promptly. But what we want is a pretty map of Nodes, to arrive in 
the office before 26th September. And before you start saying, 'Oli doesn't 
know how to map it and is only waiting for the entries to come flooding in 
betore he starts work”, I'd just like to point out that Oli's map willhave to go 
off to be prepared for printing on 31st August, according to the schedules 
the Evil Kidd keeps threatening everyone with. So you can pack that line of 
thought into a brown paper bag and chuck it away. Right now. OK? Good. 


Idon't thinkwe need too many rules on this one, do we Carruthers?' 
Certainly not, old man. Charlie Fotheringham Grunes wouldn twant it AL cms 
wa Ve ) RE antas: di à uso sa 


To Ad 0]. 


Get mapping, peoples — fifty best entries win an Odin Goodie bag, 
containing a copy of Hobin O the Wood amongst otherthings...you'l just 
have to win one to find out. 

Entries to OLI's NOT CHEATING, PO Box 10, Ludlow, Shropshire, SYB 
1ÃQ to arrive before drawing day — the competition, creeps not Oli's map 

“which is 26th September. É 
1985 in case there s any confusion. And if you want your masterpiece of 
mapping returned to you, include return postage, won'tyou? The tea kitty 
simply won't stand another hammering this month, what with all the 
e ei = ço Styling mousse we ve had to buy the ZZAP! reviewers — funny lot, you 
— know — they could achieve the same tonsurial (LM's LWD) effect by 

sticking their fingers in an electric socket every morning... but'they won't, 
sadlv, 


e Mis 
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by Rosetta Meleod 


CRASH COURSE FORU, 


i | 


Q: Lam writing to congratulate you on your educational programs 
column CRASH COURSE — but, you don't seem to realize that it 
isn't only the lower age group who can benefit from programs like 
this; There are many of us fourteen year olds struggling with exam 
courses. We could well do with a bit of help from our Spectrums 
Why don't you include some more CSE/O Level type programs in 
Crash Course? 

ET naty 


A: Sorry to take so long to reply to your question, Barnaby. | 
wholly agree with you that people of your age can benefit 
from educational programs, but unfortunately Em not sent 
very many programs of the type you mention, and of those | 
do see, there are few | would really recommend, The vast 
majority of the software | am sent for review is for young 
| children, and sadly, many software houses don't seem very 
| keen to produce the sort of programs that older children, say 
from ten to sixteen, find interesting and worthwhile. The only 
CSETO Level type program that stands out in my mind among 
those Ive looked at, is Softlee Systems French E 
Comprefiensiorn (reviewed in July's Crash Course), which 
Includes an aural element. 

Unfortunately, some programs like this that I've been 
enthustastic about, are not to be found in the shops because 
distributors are reluciant to take on products from smaller 
software houses — even though they often have much better 
ideas than the giants. You can often only buy these programs 
through mail order, but this of course means that sales are 
often very limited and some small companies no doubt find it 
hard to make a living. 


LIStopame Í 


| O: Do you know of any educational adventures for eight to nine year 
olds? | would like to try some adventure programs with my class, 
but the educational ones I've seen are rather boring, and the com- 
mercial games for the adult market are too difficult. Any 
suggestions* 

Niro Davtor 


| Author: P Rogers 


à. Read on! The review below of Turtle's Jact in Crazyiand 
might give you some ideas. The trilogy — Jack 11 Maqielana, 
Jack mn Crazyland and Jack and the Pirates funder production) — 
has been written by Mr P Rogers, à primary school teacher, 
and each are ideal for use in schools, particularty as the basis 
for project work. 


Q: My little boy attends a playgroup where the mothers help on a 
rota basis. After a fund raising event, we have acquired a Spectrum 
Plus. Can you recommend any programs which could be used with 
alithe children working together? 

Mrs L A Reid 


A: As lm sure you realise, most of the software for pre-schoo! 
children is aimed at the individual child for use in the home. 
However, Softlee Systems have now produced a Nursery 
Rhymes program which vwould be ideal for your needs. Hlbe 
reviewing this in detail next month, but briefly, the idea is 
that the tape is played through stereo equipment so that the 
children can hear the nursery rhymes being read very stowly 
and at the same time see the words being highiighted on the 
screen. 


Don't miss next month's Crash Course, when [Il be reviewing, 
among other goodies, a new program for BABIES! 


Ssoftles Systems, 35 Windy Arbour, Kenihworth, Warwickshire CVB 
2AT 


Turtle Software, Bridge Street Mills, Witney, Oxon OX8 6YH 
AND DON'T FORGET CRASH MAIL ORDER can usually help! 


+ are suddenlyv confronted wilh a 
band cof vicmous little sand 
gremilins! They demand all the 

ot voices: Ot no! Ittook 
1 Ages to work out how to fil 
the bottle! 
Andrew: | 
orRUN 

| Martin: FIGHT! 

| Lilian; No! We'll get killed! 

| Martin: But we can use the 

Producer: Turtle sword | 

Software Bi enda: Hhink we should RUIM 
Ca PE E pes otephen: Yes, Type in RUN 

memory required: 48K Voces: No! Not vet! FIGHT 

Retail price; £5.95 GIVE 

Age range: 6-—12 vears 


FIGHT 


7 am E RO] pm 
"af LE - É = 
Sener LIVE, 


(standing up and 


| Slephemn 
à blócking the sereen) Now, WE re 
notin complete agreement, We | 
need to discuss the alternatives 


| and thentake a vote 


The seven children were en 
grossed, Grouped around the 
Spectrum, they had their eves | 
Hxed intentiy on the seresen as | 
one of them read out the sereen 


LEX. 


Feoutd have intervened at this 
pot but, sifing a laugh a 
Stephen s ability to assume 
| decided to bide my 
time, | had asked a class of 
and twelve vear olds to | 
have-a look a Jack im Crazyland, | 


Andrew: (read ng! Foi have | 
tónica to | 


entered a deep ravine which |s 
Hlered with Dleaçhed bones. às their schoo! to-sec them at wvork | 
he game 


VOU move round the ravime vou | on th 


Comin 
eleven 


ano had been mvded 








| E a es E al o o ri 
[have tono been | 





3 the usetul role thal 
adventure programs can play In 
eduçation, and had been greally 
mpressed by lhe first Jack 
adventure - Jack Magretand 
irevteved im Junes ULrash 
Courses Ny own view was lhal 
the sequel was even better, bul 
as the proot of the pudding sin 
the eating, | always ask the real 
consumers— the children them 
selves — for their opinions, 
he children had by now 
ache agreement about the 
option to choose 


aware of 


SE FIGHT 
rpeasonme that the-possesstion o! 
asword pointed to this choice. 


Wvell, 
Cel 


Steshen: (reluctantiv] 
OR. But | still think we'll 
killed. Type tin, Lilian 
Andrew: (reading text) Immed 
tately vou draw VOUrsivord, the 
grembins attack and you are so 
Bady outnumbered that 
Voices; Oh no! We ll get killed! 
| sat back and waiched. The 
children were genuinely involy 
ed in the storviine, and | found il 
tascinating to observe how vue] 
AME VOUNGSLETS were able to 
DEGgaARISe themselves ill no 
teacher direchomn vhalsoevel 
Stephen Emerged very quickly 

Ss group teader, taxing control 
over vo gono Lo tegl 
vo should do. the 
by pa ng, and hou putes should 
olved. all the Edir WETE 
dom ng gen useful opportunities 

+ talk [O gach olher and discuss 
as probterms in the adventure, 
read the screen text, 
pach others opinions, 
notes. They were also learning 
how to co-ogerate with each 
other mo workino towards a 
common qual, and | wasIMbpres 
their wvilimgness to 
respect the fact that othei 
people-might disagrees rathe! 
than, as normally happens aMith 
ci e just shout down any 

pposit Hon! 

VV Prána | everntually 
the g ITOLIE 

vhole « 


was 


atoa. 


bes 4 


listen to 


and take 


= E tv th 


pterri Rapina 
randsal dk pv vulto 

-lass; for a chat, | 
the children wvinal they had 
thought of the game, The vast 
majority declared that they had 
thorougbhy enjovedit, and thai 
definitely wvonh buying 
Interestingly enough, most! 
thought that the É 


Fe | ker | 


We dd e 


absence ol 
screen graphics wasnla prob - 
lem. Às Samantha sam, 
thought dl quod tha! there 
weren 1 any g Taphics, because 
you coul td imagine the different 
Haces and people. 

They also Hked Turtle saidea o! 
oferino an optional boogkiet o! 
black and white Hustralions asa 
senaratoe purchase, and thought 
that younger children would 
have fun colou rimeit. to, Graham 
felt that the game. had a partie- 
ulariy quod storvine and 
of atmosphere, so that il 
pasy to really imagine vourself 
as. Jack. The humour m the 
ativenture was especiaiiy 
appreciated By the class 
wantto Give too much aveay, Du 

vourite par of theaçhon veas 


secton setin Topsy Turvy 


GPRS 


Vas 


mim 
| don 


| tha 


vou dont 


| | 


Land, where 
upstede down! 

Vihnat came over most às we 
talked was how involved in the 
qame the children had become, 
and We went on to MHSCUSS the 
educational value cof adventure 
programs such as Jack in Crazy 
favo. The children themselves 
immediately able to pin 
point-the aspects they felt mos 


HiGgeto! 


EVT ty l | HA ] 


MVETe 


INTERMEDIATE 
LEVEL FRENCH 


Lynn Typing in the commandas | 


helps vou find round 
a keyboara 

Vrendy: The game-can improve 
vour “vocabulary, Sometimes 
the séreen text ve vou Words 
understand, and you 
can look them LHE) 

Lilian: | like Jackoin Crazyiand 
because vou had to think very 
nard to solve some o! 


Rugrhes 


VOL Vay 


the 


The chitdren gave an interesting 
response when | them 
val Cel en adventure 
programs they nvould ke to ses 
availabla in shops. George sug 
qested Gulivers Iravels, 
voula tollów thestorvlineofthe 
book, would be exciting, and 
ul lots Of locations, 
One of the guris telt that Alice an 
Wondertano vvoulo also trans 
tate well nto a compule! 
Other children van 
adventures featuring 
character the 
' amous tive and Se cret 
LEITE ds Ucutariy popular Dir 
wuitl tem St ane They 
especially hked the idea of work 
Pg On Such emas Hi 
rather thancal home, : 
they preferred working 
groups to working on (their own 
amd ea that their tegche! 
vouta ole to úrganise al 
a po related activities dor 
them to work gn 

Jack im Cranyland 
stimulus for all -sorts Ol class 
vucark vocabulary 
Butdina, art and crafi work, 
soon, depending on the age and 
ability of the group of children 
invorved. This is exactly the sor 
of program that clntdren 
and teachers wanl prit Lhe 
optron of sending tor theciltys: 
trated booklel and. Lesching 
notes, imelúdina the play sequ 
pence for the game. So come on, 
distributors,. dl PRE 
games ke this readily available 
nha High streelstores 


asked 


| ave 


DIVER 
pa o 

ei LO see 

favo ne 


ty Ei 


mA EH 


“ideatasa 


reacinia. 


anel 


n 
| 
EE 

| 


PELES 


CEL 


COMMENTS 


Control keys: com 
ed as normal 
Keyboard play. very good 

Use of colour: limited 
Graphics: a purely textual 
adventure; but vou'can send to 
Turtle for the lustrated booklel 
General rating: Highly 
recommended. An interesting 
anel amusina storylineavhich 
will kecp chbdren engrossed for 
hours, Surtabie for use both im 


ge home andinschoo! 


ands enter 


venich | 


Hi HERE, Bi Pr f ta 


Producer: Scisoft 
Memory required: 48K 
Retail price: £6.95 

Age range: from 
beginners up to O Level 


Wi 


Ana 
“a si Rs 
DADAS ERAS Ler 


anether of the 

study dids q the 
markel, this package who ts 
FOLH Drograms SGASNde, 
Rd CsThe BIS 
to give lhe ledrnei 
atudtiions Neo 
encounter. The pontas madein 


the accompanving booklel 


z ad oa! a 
Ra LO ERR Hi] 


at o ru] Ri: eli 


[7 VAR 


“INTERMEDIATE LEVEL 


pets | e 
put. that th 
nelude del 
chilo has 
HHISS MP] 
sentence. Segquencioo ybere 


els 
HE ara 


not merely 
vocal rd Ei 
DIC Ti Hdt 
His 


ERR ao! 
where th 
tip THE Faé 
ave to be putantathe 
order: and Alphabet 
E 

Crer. 


Fe rmeny for 


ER 
LAT 


EE Pre rEa 
alves Lhe 


Lrirença 


LESTE do) 
tevels OroaNthcuity 
ver the 

Errnmholpt 
parem co 
Hace child 


ERA 


PEDE 


CRC LD A 
inciAime 


CLUBES ONES, 

ACivace fi 
|] 

EL Husuy 


[ache ThE 


tegche! 
CA LCILHIA 


Ses. For the 


mpi o 


Tept Magazimt for PE Lounge Ch va 


(4 to B years) 
LOTS of aamEs -m PLENTY, of FUN & atadas 


Send to: KIDDISOFT 
Sa, NANPUSKER ROAD, 
HAYLE. CORNWALL. 





] i ”, k o Sri - A ão | o Er) a j E Ki mic E a 
[EPE TVICT COBSLIT) ' , | LE Eta. APTE Lt FORD, vul EN again cai 


O . te E FE. : t ] , j sa, à E Ê » ] ' j a ' a E : | 
11, E - l Ep ed z “ a 1 ma d bh) I Ê a pr n RB. Fu v| am» | E z é 
ELA Id j gal AEE Ledo do pray voo Re or O Children o O Mirai im cd Cc MMENT 


& É a p 1 dy : ] o! | df asda, . 
SCE São A ] yet : Lichh) Bel a ChROÓ SINA froil Ti Hime MBpi thin 


she should then wete down the plavers must sootwlych ofeiahi RS E /IDISNFAFãRs 

order Of the sentences and make mictures has a name which '! ul Eita Ri a a à "> Control keys: In Snappie 

a translation of the complete | rhymes with the name ofihe pic E RR RR | piayéruses ENTER, the di 
agains! the correct version dt the sereen di thechilad makes an | ER ERR lt A al in Fonper, the player presses 


Da “ed by HE EO) ] E NCOTrEeCÊi ChoOICe, or no ChoOCÊ a! | da | E x La popropnriate IUITTIRIE ER 


[a 


story vwlnch can then be checked ture cdisplaved in lhe centre of Mu Lopo: RR ses À 


e problema of dealing th the rhymina word appears: | pe E tr Re! 
characters such as accents, Cir Dn the screen | a Keyboard Eram: Loca 
umilexes and cédiltas is well | These two games aré ex: | NE Po A Use of colour: 

avercome with the inclusion Ol tremely Sale: mn odeston ui él Rn a x dot ad Graphics “excel só 

an Gueray, so ti e user can | will provide fun and useful re- | 4 8/4 RR mo E - PESE General dad Up to the usual 
colect the tra ahics mode-an R forcerm entolworo ri COQRIHon pe, RS PPERA o Ea ! Hi ah ctandaro vt Be tty Hoot's 
vpe nm French vowmels with | skills for the voung child apo PP = 4) | prógram 

appropriate accents fa 


Although trardly Inovalre, 


lhus package does provide quite 
useful prachce à he French 
anguage., though | mash mere 
publishers woulo broaden the 
rzons dh this feto, and pay 
rm to includ né 
] - ' Rd | d JR 
Faltiementiniaco Juage par = 
= = O A f E 
Es Haw | a HO 
= | 
Scisoft are rear t 
CAUCAalO! 


ás 1 MOVE, 
Tel va Bisirers 
SEE programs cn 
atiônia! market, ali those in 
series have been writtel 
ana approved by teachers and 


h o] L= E y = ai gmeni gi [rm 
mouróuogniy tested nschoo!s 


COMENTE 


Control keys: lhe overlay allows 
the inputof French aceented 
vowels when the Graphics 

H vo IDE [5 Sel cteol 

Keyboard play: quod 

Use of colour: simple, but cl 
Graphics: rather dull 

General rating: | pletriyo! 
options to choose from. b 
netieror worse than VIANA 


language study aid 


SNAPPLE 
HOPPER 


Producer: Macmillan 
Memory required; 48K 
Retail price: £5.95 
Author: Betty  Root/ 
Fisher-Marriott 

Age range: 4—8 years 


Another of the highly success 
pack jes devisedl Dy Betty 
of the Centre for th 
Reading as the lLniversity « 
Readin O SnAppie Ê to Her 
sists Of ivo games which teach 
pitial Sounds ando chymina 
ti 
o MT ANG DDE, vhICho Is 

sed on the game Snap, dia 
Br: chogse fiom a one or two 
player game, and from nine 
levels gt difficulty; Pairs Of pic 
tures- are: displayed on the 
SCrBRn anel if the two pictures 
shown startmeth lhe same two 
letters lhe À rSt piaver lo pressa 
response Key wns a snap 
Jepencima om ne ability of 
plavers, Ihe-piciures cal 


played with orwithou! words 
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| couple of hours with the help of 


| their combinations for any diag- 
joystick may | 








Even after 3 Spectrum seasons graphic utilities are s 
software vegetable patch. Every home-grower is vying 
and this cannot be easy with existing “veg "such as Leonar 
and have created “the most powerful and 


[ITECH 





a 


[ITECHUINICH 





[ITHE ARTIST 


till sorouting up fast from the fertile 

for the biggest and juiciest product 
do. Softek have taken the challenge 
Hexible graphics program for the Spectrum “vet. 


Powerful words no doubt, but if this is true, SofTechnics, which is a division of Softek 


International Ltd, has given The Edge the edge over its € 
interesting graphics for its excellen 
powerful tool, which is aptly name 


firing, | beg your pardon, drawing power... 


After displaying the intriguing 
loading screen (Thank God the 
human hand has got tha upper 
hand), which incidentally | was 
told was put to screen within a 


— you quessad it — The Artist, 
the program displays a not very 


with a row of command options 
at the bottom. In actual fact, 
there are 3 main 
menus serially accessible by 
ressing the symbol shift key. 


with the use of the Q and S keys 
for up/down and R and T keys 
for left/right movement and 


onal movement. À 
be used with the addition of a 
Kempston interface. The speed 
of the cursor movement is gov- 


keys are held down. This 


untamiliar main “work screen": 
command | 


ursor movement is manual | 


erned by the length of time the | 








facilitates fine detail work, with 
the initial slow speed, and obvi- 
ates the need to pre-select 
speeds. The major pen/brush 


controls are € for setting pixels, 


X for deleting them and Z for 
setting the attributes. 
- The main menu features such 
interesting options as Brush, 
Brush pattern, Text, View, Move, 
Cls, Storage and Chr and these 
can be explored in turn... 
Brush selects the brush in 
action, which can vary in thick- 
ness from 1 to 8, can be a quill 
providing variable brush width 
or can be an airbrush, which in 
combination with the eight air- 
brush widths can be used to 
ray the screen for shading and 
blending. 
Brush pattern selects one of the 
ten patterns available with 
which the screen may 
painted. Here again, the brush 


tgames software. By re 


size ma: 
results. The cursor changes size 
and shape to indicate the current 
choice. 

Text is the typewriter mode 
which provides a text-writing 
related menu on selection. This 
includes options such as invert- 
ed or normal and 'Over' text 
together with the more mun- 
dane functions Capslock and 
Extended. An interesting feature 
is the selection of the inbuilt 
small character set, which pro- 
vides at the touch of a button a 
64 column text display. There is 
also the choice of selecting up to 
8 different character sets, which 
can be defined using the inbuilt 
Character Graphics Generator. 
These can be viewed in text 
mode for easy recognition. 
View eliminates the function 
menu at the bottom of the 
screen and gives a full view of 
the entire screen area for full 
screen designs. Pressing any 
other key will bring back the 
main menu. 

Move is an alternative to the 
View function in that it displays 


| the lower three menu-hidden 


lines by scrolling the entire 
screen up three 
allows work to be done on the 
lower lines, which are normally 
hidden by the menu. 

CLS clears the screen, but only 
after confirmation has been 
given — thus reducing the risk of 
any artistic suicide attempts, 
Storage deals with the saving 
and loading of data and pictures 


and to this purpose a new menu 


appears. Here will be found the 
Copy function, which copies the 
current-screen to the ZX-printer. 
Save and load functions are pro- 
vided for tape, wafadrive and 
microdrive systems with the 


be varied for best | 


lines. This | 


ompetition in the creation of 
leasing itto the general public, the 
dThe Artist, is going to provide anybody with the same 


option of storing or retrieving 
character sets, screens and user 
ás To control the wafa- 

rive/microdrive operation, 
there is a CAT (Catalogue) and 
an Erase facility and for the 
wafadrive specifically a Flip 
Default Drive, which switches 
between A and B drives. 
The second 'Main Menu” deals 
with the graphics generation | 
and includes several innovative 
features. 
Line deals with line drawing, 
and three different techniques 
may be used which all require a 
main cursor and a reference | 
cursor. Plot-Point mode retains 
a fixed reference cursor and 
when the main cursor is moved, 
all lines will originate from this 
fixed point. Plot-Move slaves the 
reference cursor to the main | 
cursor and if the main cursor |5 
moved, the reference cursor will 
move in parallel. The lines 
drawn will therefore always be 
in parallel, The most commonhy 
used mode will be the Plot-Trace 
mode, which automatically re- 
positions the reference cursor to 
the last main cursor position 
when a Line command is exec- 
uted. This mode is used for out- 
line drawings. The reference 
cursor can be repositioned at all 
times by setting the main cursor 
to the required position and 
pressing Space. | 
Circle is a straightforward circle. 
generator. The reference cursor 
is used to set the circle's centre 
and the main cursor defines the | 
radius by indicating a point on 
the circurnference. This is a far 
more useful method than the 
normal Spectrum circle fune- 
tion, where the radius must be 

iven as a parameter, 

x draws boxes or frames 
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indicated by the diagonal pos- 


ition ofthe two cursors. 


Arc draws ares provisionally | 
between the two cursor posit- | 


ions, and six si Ed progres- 
sive action may be used to curve 
the are in both directions. When 
| the right curvature is achieved, 
the are may be accepted by 
réssing the P key. 

His an extremely fast fill func: 
tion with the added advantage 
of filling not only in black but in 
any pattern, which can either be 
| ong of the 10 inbuilt patterns or 
any selfcreated pattern. These 
can be selected in the pattern 
choice mode, 

Over and Invert affect the four 
| drawing commands and are 
self-explanatory. 


Pattern provides a chequer pat- | 
term of bright and normal char- . 


| acter 
where 
are. 
Enlarge blows up the area of the 
screen currentiy being worked 
on and indicated by the main 
cursor. All draw commands are 
available in this mode and the 
display area moves automatic- 
ally across the entire screen 
area, 
Undo lastiy provides help 
should anything have gone 
wrong during the events of the 
| creation. U undoes a command 
and O will protect all commands 
up to this point from being 
undone, O for Okay actually acts 
as a pointer to the Artist as to 
how far back the Undo com- 
mand should be effective. The 
Undo command is extremely 
effective as it can undo one 
command after another, in facta 
whole string of commands up to 
the last okayed entry. This pro- 
vides an easy experimenting 
facility with different shading, 
colouring, shapes etc. Auto- 
matic okays occur whenever a 
fill is done, or after entering the 
text mode and when leaving the 
Úverlay mode. Undo can also 


quares for determining 


undo itself, so if the work has | 


accidentally been undone, it can 


be retriegved with an Undo | 


command. 

Overlay provides the most in- 
genious feature to the screen 
l artist. This mode allows any 
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area of the existing screen pic- 
ture to be lifted, transformed 
with the use of various fune- 
tions, moved and refitted into 
the screen picture in different 
ways. The execution is straight- 
forward. After selecting the 
Overlay mode, the boundaries 
of the picture segment to be lift- 
ed can be drawn with the use of 
the Plot-Trace mode. Ensuring 
that the main cursor is position- 
ed within this closed shape, the 
O key will fill in the shape with 
black. By pressing the overlay 
key [3] again, the overlapping 
section will be Cut out and lifted 
out of the screen. At this stage 
there is the choice of removing 
the picture, ie. cutting itout, or of 
only making a transportable 
copy of it without destroving the 
original area. The transportable 
copy may now be manipulated 
with various functions such as 


up/down) or scaling [up or 
down in ten different incre- 
ments), When positioning the 
copy, itcan be viewed in its new 
place provisionaily before com- 
mitting to the screen and the 
chequer pattern may be ener- 
gised for the correct positionin 
in relation to attribute bound- 
aries. Dropping the copy into the 
screen can 
(blending), Or (superimposing) 
or EXCLUSIV (destroving the 
existing picture information) 
logic. Several copies of the 
shape may be dropped onto the 
screen. Í 

The possibiliies are enor- 
mous with the Overlay mode, 
and several functions found in 
other graphic packages can be 
reproduced quite easily. Elipses 
for example can quite easily be 
drawn in overlay mode with the 
use of the scaling option. 
Shading of existing drawings 
can be accomplished with the 
overlay method. In fact the 
user's imagination will probably 
set the limit to the applications. 

The last main menu deals with 


the colouring of drawings and 


pces access to the colour, 
rightness and flash attributes 
of the screen. Colouring tech- 
nique is equivalent to the Spec- 
trum Basic options. Entering the 
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menu however will immediately 
display a window with the two 
cursors defining the size and 


position. The colour changes | 


will be confined to the window 


area, Paper, Ink, Bright and Flash | 


can be selected and executed 
within this frame. The border 
colour can also be chosen, but 
as itis not part of the screen will 


have to be set later in the user's | 


program. 


Going back to the first main 
menu, the selection of CHR | 


leads into the Character and 


User Defined Graphics Creation | 


sector. Up to seven character 
sets may be redefined. The 
screen displays a grid of nine 
pi character squares and 
each of these is split up into 64 
bit squares. On the left of the 
screen is displayed the menu 


function and above it the orig- | 
inal sized block of nine char- | 


acters that can be worked on 
(the USAR square). Above this 


there are a furnher 4 such | 


squares alternately coloured 
green and cyan. Creating and 
Eurioa onto is quite easy. 
After 

characters on the enlarged grid 
using the available drawing 
the character set 
mode is selected. The selected 
set number is displaved in the 


on display. The characters in the 
selected set are displayed and 
arranged in columns and rows 
numbered for easy reference. 
The different sets ma 
ected by pressing the 'C' key and 


entering the set number. Saving | 


is accomplished by pressing key 
'S* and enter 


ation of the quantity of charac- 
ters to be stored. Loading is per- 
formed similarily. Set 


characters may be loaded into 
the USR block, The program 
even allows characters to be 

rabbed from the main screen 
into the USAR block by pressing 
key “K'. A green 9 character 
square will appear and this can 
be moved around over the area 


aving drawn the new | 


the USR box | 


be sel- | 


start line and | 
start column with a further indic- | 


is the | 
lo js Spectrum character set | 
and although no new characters | 
may be saved in it, the existing | 








| ol interest and grabbed with key 


This feature allows the 
creation of characters larger 
than 3 x 3 with the help of the 
enlarge feature on the main 
screen. Ônce stored (in groups 
of'9 character squares) they may 


be recalled onto the main | 
screen. 
The creation of the new USAR 


characters is accomplished 
using the same keys for cursor 
movement and pixel setting as 
with the main screen. An addit- 
ion is the “Z' key which will clear 
entire rows within a given char- 
acter cell, Three mirror options 
are provided (mirroring single 
character cell, mirroring the left- 
most six characters and mirror- 
ing all 9 characters), ei 
three Turn facilities are provid- 
ed, which will tum each char- 
acter (or block of four or block of 
nine) around its axis by 90 

rees, and an Invert 
command. 

Apart from the usual CLS 
(Clear grid) and Undo com- 
mand, there is a powerful move 
option, which moves the entire 
contents of the grid, pixel by 
pixel, in any direction, The four 
coloured 9 character blocks pro- 
vide a facility to store and anim- | 
ate related 7 ie graphics. Print 
and Load Block provides the | 
transfer between the USR block 
and these four, Animate Four | 
will animate the sprite by print-. 


| ing in rapid succession the four 
| blocks in the USR square. There 


is even the possibility of anim- 
ating Six successive characters 
with Animate Six using the 
entire character set. | 

SofTechnics provide a Screen 
PS se with the package 
which can be loaded separately 
from side 2 of the tape. The 
program allows several screens 
to be stored or thirds or two- | 
thirds of screens, giving each a 
number and then allowing pic- 
tures to be recalled upon selec- 
tion of their number. The prog- 
ram has a menu which provides 
the choice of loading a screen, 
viewing it, deleting the last 
screen or saving the finished 
block of screens. compress- 
ed block of graphics can be 
loaded into the required mem- | 











Last month we looked at five 
well-established Spectrum 
compilers — programs to 
translate ZX into fast 
machine code. We left you 
excitedly waiting for the results 
of our tests on two new 
compilers Colt and BLAST. At 
the last moment, we received a 
copy of Mcoder 3, another 

compiler scheduled for 
imminent launch, Do the new 
programs knock spots off the 
golden oldies? Read on to find 
Out. ... 

































THE COLT 

f12.95 from HiSoft 

180 High Street North, 
Dunstable, Beds LUG 1AT 


The Colt is a new BASIC 
compiler from HiSoft, previous- 
iy well-known for their Spec- 
trum Pascal package. Colt is a 
fourth generation . program, 
descended from ZX-GT, Meoder 
1, and Meoder 2, reviewed last 
issue. Rather | confusingly, 
Meoder 3 (which we look at 
later) às am entirely new 
program. 

Colt is more than just a BASIC 
compiler — the package also 
contains The Executive, which 
contains a number of useful 
extensions to BASIC, some of 
them quite unusual and others 
rather dull. You get a digital 
| clock accurate to a tenthofa sec- 
ond (1), which you have to set 

using just two keys, like a tatty 


ory area and recalled with a 
short Basic program. The com- 
pression technique is based on a 
complex pattern search and 
detect system and the elective- 
ness depends on the complexity 
of the given screen. Typically, it 
will compress a screen to 
between a third and a half of its 
normal size. The compression of 
screen-thirds provides the poss- 
ibility of writing simple but 
effective graphic adventures in 
Basic. 

The Artist proves to be a very 
effective psi package, 
which excelis in the simple user 
interface and in the complete- 
ness of all its functions. The 
overlay scheme replaces a 


tions and only extensive use will 
display its full potential. Best- 
Hked features are the extended 
brush and pattern functons, the 





which can € 


| there 


million and one special func- | 


radio alarm. You can control the 
clock like a stopwatch, but it 
stops whenever you use cass- 
ettes or microdrives! 

You get singlekey com 
mands, some of them program- 
mable, but these use the Space 


feres with key 'roll-over', 50 you 
have to be careful when typing 


| text, or Space characters get 


lost. Command entry takes a lot 
of getting used to — you must 
press Space, then another key, 
then release Space, then release 
the other key. H we hadn't got 
used to Spectrum single-key 
entry, we'd say it was almost 
unusable.... 

The Executive offers a full set 
of Ol-style windowing com- 
mands and a sprite handler 
e with up to 16 
large sprites (32 by 24 pixels). 


| These facilities allow smooth 


movement and serolling, with 
automatic coliision detection. 
Keen ae Hd may value 

nds for error-trapping; 
logging the parts of a program 
which take the most time, delet- 
ing groups of lines and base 
conversions — in the unlikely 
event that they haven't already 
got programs to do such things. 


THE COMPILER 


memory, and The Executive 
requires another 7K. You can 
use the compiler on its own if 
vou wish. Even this may not 


overlay technique, the practical 
circle function and the extreme- 
ly fast fill routine. Added to that 
there is the versatile character 
generator with inbuilt sprite 
animator and the very useful 
screen compressor. The manual 
is both comprehensive and 
informative, and df anything 
seems to be omitted following 
the main program on side 1 
are several screen 
samples on the tape which 
should serve as an indication as 
to what can be achieved with 
The Artist. Finally, SofTechnices 
offer a service of producing 
colour printer dumps from an 
inkjet printer for the benefit of 
colour-printerless Artistusers, 


Program: The Artist 
Producer: SofTechnics 
Softek 

Price: E12.95 


key as an extra Shift. This inter- | 





Colt itself occupies about 6K of | 


| microdrive -commands, 





leave enough space to compile 
large programs, since Cof 
normally keeps the original 
“source” and the compiled code 
together in memory. You can 
compile up to about 16K this 
way: otherwise you must tell 


Coit to overwrite the original | 


rogram as itcompiles it, alhowi- 
ing up to 32K to be compiled, but 
forcing you to save and load 
vour program every time a 
change is needed. . 

Colt works blindingby fast, 
churning out code at a rate of 
about 1K a second! This makes it 
noticeably faster than Meoder 2 
and the Softek compilers, and 
MUCH faster than all the others. 
if an error is found the line is 
listed with a flashing question 
mark, and the cursor |5 set s0 
that the line pops up as soon as 
vou press EDIT. In view of the 
speed of compilation, it hardly 
matters that Colt only finds one 
error at a time! 

Unlike the other compilers re- 


| viewed this month, Colt is an 


integer-only  compiler, which 


| means that arithmetic is done 


using whole numbers, trading 
accuracy for speed. If you are 


| writing à new game the lack of 


floating point arithmetic should 
not cause many problems, but it 
does make it very unlikely that 
you will be able to compile exist- 
ing BASIC programs without 
major changes. 

olt recognises the vast 
majority of ZX BASIC com- 
mands, although user-defined 


| functions and arrays of more 


than one dimension are prohib- 
ted. Calculations are not allow- 
ed in DATA statements, and 
there are minor limitations on 
the use of AND, OR, LEN, 
CLEAR, RND and FOR. j 

The benchmark timings show 
that Colt produces much faster 
code than BLAST or Meoder 3. 
Programs compiled with Colt 
run at roughhy the same speed 
as those processed by Mcoder 2 
or Softek's /S compiler; only Z/P 
produces substantially faster 
code. 

You can use commands from 
the Executive in compiled pro- 

rams — window and sprite- 
andling is likely to be especially 


“useful, Colt is the only fast 


compiler which  recognises 
and 
HiSoft claim that it can even 
cope with floppy disks and water 
drives so long as they use the 
Sinclair keywords, Of course, 
the compiler doesn't actually 
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speed-up these operations — It 
just calls the ROM like normal 
ASIC. 


FLOATING POINT 
(ALMOST) 


There is a “trick way of doing 
floating-point arithmetic im 
ia compiled using Coft, 
f the VAL, VALS or STARS Tune- 
tions appear in a compiled prog- 
ram, the interpreter is used to 
work out the result, so decimal 
maths can be used inside the 

string being processed. You can 


| put: 

LET NUM=VALICOS"(2)*255'] | 
in a compiled program; the cale- 
ulation 15 performed using full 
floating-point maths (at the 
speed of normal ZX BASIC) and 
then NUM is set to the whole 
number partof the result. lfyou | 


USE: 

LET ST$=STRS VAL 7/2") 

the string STS is set to 3.5, the 
correct Tfloating point resul, 
although there's not much you 
cando with it except PRINT it or 
use it in another VAL expres- 
som. 

This would be a powertul feat- 
ure but for the fact that any 
variable-names in VAL strings 
refer to BASIC variables, rather 
than to the variables in the 
compiled program. lt is a useful 
way. of passing values from 
| BASIC to machine code, but it 15 
often just a source of irritation, 
as there is no way a compiled 
program can set BASIC varia- 
bles. You can read Coit variables 
from BASIC, but that's not quite 
the same thing... 
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| to prove that you have good eye- 


DOCUMENTATION 
We looked at the pre-release 


version of the compiler, so the | 
| scratch. 
final form. What we received | 


documentation was not in its 


was plentiful and interesting, 
although much of it might be 
heavy going for someone un- 
familiar with the intricacies of 
ao code and the Spectrum 


The Colt package is good 
value at E12.95, but tis not very 
easy to use — It is rather idiosyn- 
cratic, like all the integer com- 

Hlers, and various tricks and 
KEs are needed to get the 
best from it. Co/t is recommend- 
ed to hardened hackers, espec- 
ially if the Executivo facilities fill 
a gap in their present armoury. 


BLAST 

£t24.95 from Oxford 
Computer Systems 
(Software) 

Hensington Road, 


Woodstock, Oxford, OX7 
1JR 


BLAST is the compiler that 
everyone has been waiting for, 
since the first advertisements 
appeared back in May. Billed as 


“the-first fully compatible optim- | 


ising BASIC compiler', capable 
of compiling “ANY BASIC 
PROGRAM, without alteration' 
intô . “super efficient code 
capable of running at up to forty 
times the speed of BASIC". Other 
advertised goodiées included 
“many extensions”, “genuine 
integer variables, “debugging 
facilities", and 'a comprehensive 
toglkit”, 

With a billing like that, we 
couldn't waitto get our hands on 
“the complete BASIC program- 


mer's package”. Sadly, the real- | 


ity was rather different from the 


dia ir | SERIE 

LAST is supplied in a large 

“ido box, about the size of two 
etamax video cassettes. Inside 


the box is a 30 page typeset | 


handbook, of roughly AS size. 
Three sides of corrections, on 
| separate sheets, convey the first 
a à ointment — the 'MANY 
E IONS' touted on the lid, 
have not been implemented 
due to lack of memory”. As 
compensation, some extra feat- 
res have been added to the 
toolkit, 

The manual's content — once 
vouve made the corrections 
and crossed out the pages which 
are now irrelevant — is quite 
interesting. Unfortunately there 
are no examples and the organ- 
isation is poor; the manual skips 


back and forth between subjects | 


and contains several irritating 
forward references, The spelling 
and grammar are erratic, 

The box also contains a 
“protection” grid, which you are 
asked to refer to whenever the 
compiler is loaded — it contains 
about a thousand coloured dots. 
You have to identify four of them 
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sight and a legitimate copy of 
BLAST If you make a mistake, 
the program crashes and you 
have to reload all 48K from 


CHEAP TOOLS 


The other side of the tape con- 
tains the BLAST toolkit, which 
offers all the usual facilities — 
trace, search, copy, renumber, 
delete, list variables and so on, 
As with Colt, many BASIC prog- 
rammers will already own suc 
utilities. 


There were signs that the tool- | 


kit had been thrown together in | pe 


rather a rush — it was possible | 


to crash the machine by careless 
use of Search and Replace, for 
instance. The specia 
save” option, which writes files 
in small sections so that they can 
be read piegcemeal by the com- 


| piler, does not check its para- | 


meters until after it has printed 


the START TAPE prompt. giving | DE 
a jumbled display. There is no a 
wait for a key press before | 


saving begins, 

The BLAST renumber com- 
mand can't cope with more than 
643 lines, unlike other toolkits, 
Most annoving is the fact that 
search and replace does not 
cope with the “hidden numbers” 
in all Spectrum mia EX 
BASIC keeps the 
numbers stored after the text, 
though you can't see it when 
you type LIST. BLAST cant see it 
either, so an attempt to replace 
one nmumber with another 
changes the text but not the 
valus — you see the new value 
when you type LIST, and the old 
one dede You run your prog- 
ram: 


BLAST OFF 


BLAST generates two types of 
code — machine code, which is 
fast but verbose, and p-code — 
symbolic code which is concise 
but runs more slowly. There is 
just 2!4K free once the compiler 

as been loaded, so you can 
onhy compile tiny programs 


without recourse to tape or | 
microdrive. The toolkit is 5K | 
| none arrived after several weeks 
| andre 


long (the manual says 2K), so 
vou can tload it at the same time 
as the compiler. 

We tested BLAST with the 
eight standard benchmark prog- 


| rams. The machine code timings 
obtained are 
| benchmark table. BLAST code is 


are shown in the 


slightly faster than that from 


' Softek's FP compiler, substan- 


tially slower than that from 
Mcoder 3, the other “full” com- 
piler, and much sloówer than the 
do toi compilers. These 
rósu 


[E were a little surprising — 


an “optimising” compiler ought 
“to be able to make mincemeat 


out of the benchmarks. 
We tried using the p-code 


instead of machine code, and 


found that the results were pm 
twenty percent slower than 
when machine code output was 
selected. The big shock came 


“BLAST | 


inary form of | 
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The PR Picture that comes with BLAST. The suggested 

caption states that BLAST is the new basic compiler for a ny 

Sinclair Machine. [!]) 
lt doesn't work too well on the Spectrum — and is a total 


non runner on Sinetair's ZX80, ZX81 and OL machines! 
The picture doesn't raveal the 3 sides of corrections, apol- 
ogies amd errata that come with the package OR the large 
number of other corrections which are needed before the 
manual becomes an accurate description of the program. 


when we specified that some 
variables were to be treated as 
integers — itmade no difference 
at all! 

Without this option, it is hard 
to believe that the promised 
speed up of 40 times could be 
achieved in real programs. An 
Oxford employees admitted on 
the “phone that the optimis- 
ations adverised and docu- 
mented in the manual were 
missing. We were promised a 
succession of upgrades, but 


ated requests. 
3BLAST's user-interface is 
po” with no need of the RAND 

SR calls of the compilers 
reviewed last month. To com- 
pila a program you type one 
two-character command; to run 
it you type another. Às prog- 
rams are compiled, the screen 
memory 15 used as à temporary 
storage area, producing a riat of 
flashing dots and cascading 
colours, which helped to pass 
the time during compilations, 
which took place at a rate of a 
couple of lines per second. 

As a simple test of BLAST's 
error-detection, we gave it a 
po ram containing à spurious 

EXT statement. The error was 
not detected as the program was 
compliled; when we ranthe code 
the value sixty million million 





was mysteriously printed and an 


“put of memory” error cecurred, 
with no indication of the type or 
location of the error. To be fair, 
we tried the same incorrect 
rogram on the other compilers. 
ey coped rather better, either 
skipping the extra NEXT or 
rejecting itwitha "NEXT without 
R' message. 

We then limbered up our 
microdrive, and prepared to 
compile some real programs. 
Our first attempt came to an end 
after about a minute and a half, 
when BLAST spat out the 
message 'VARS TOO LONG' 
and crashed as soon as a com- 
mand was entered. We 'phoned 
Oxford to ask what this meant, 
but they wouldn't say. Another 
upgraded copy of the compiler 
was promised, but, a fortnight 
later, it hasn'tturned up. 

We tried the same thing again, 
and found a rather silly bug — 
BLAST crashes if the file which it 
is asked to write already exists. 
After re-loading, looking up the 
colours and so on, we checked 
that the compiler acted sensibly 


mf the input file was missing. k | 


didn't — it crashed, again. 
We trigd another published 
BASIC game, which Meoder 3 


had compiled successfully. After | 


852 seconds (they said BLAST 
worked in 'seconds') the com- 





F 


piler sto 
SYSTEM ERRO ROR 1 
It was a relief to find a simple 
prox ram (Spectrum Autosories, 
blished by Buttercraft way 
are in 1982) that BLAST was 
[able to compile. Or at least, 
BLAST chugged all the way 
through the code and produced 
an output file, When we tried to 
runit, following the instructions 
to the letter, guess what? 

The machine crashed. 

We couldn't find a single, non- 
trivial program that 
would compile. 

In case you haven't already 

ot the drift, the performance of 

LAST ts ty shocking; we 
wonder what those who have 
already paid £24.95 for a copy 
must think. The program seems 
| to have been launched almost 
totally untested — the docu- 
mentation and the advertising 
bear little relation to the product, 

Notso mucha BLAST, more of 
a Phut. 


complaining 


MCODER 3 

f 12.95 from PSS 

452 Stoney Stanton Road, 
Coventry, CV6 BDG 


Meoder 3 arrived shortly before 
this review was finished. K was 


“One of the most 


seting and 
alignment, 


indicator. 


My Name 





BLAST 


reasons for program tapes failing 
to load on non-dedicated tape- 
decks is due to incorrect volume 
tape-deck head 
Adjustment is 
simplified with this easy to use 


HHEOTECHONICHEDNTECHONICHEDNTEC 
14 SPECTRUM 


first published in France last | 


ear, by an outfit called Ere 
nfomatique. Now P5S have 
bought UR rights and renamed it 
Mcoder 3, though it has nothing 
mo common with  carher 
Mecoders. k is an interesting 
program, which operates quite 
dierentiy from the others on 
the UK market. 

We looked ata French copy of 
the compiler, with document 
atton to match — Vous venezde 
transformer un program BASIC 
en language machine”, it-chirps 
in fluent Franglais. The cassette 
cover features a wonderful 
picture of a circuit assembly 
being sucked through a funnel 
—- | hope P5SS use this on the UK 
version. They are working on an 
expanded English manual, but 
in fact Mcoder 3 doesn't need 
much documentation, since It 
compiles just about all of ZX 
BASIC, with very few idiosyn- 
cracies. 


Mcoder 3 is a full floating- | 


point compiler, to be compared 


| with BLAST and Softek's (rather 


more -restricting) FP program. 
Thecompilation process is more 
long-winded than Softek's, as 
the compiler must be loaded — 


| in two sections — Every time a 


compilation is required. No 
instructions. are provided on 
how to make a working copy, 


LOAD YOUR TAPES WITH EASE wm ru: 
AZIMATE 30006 
GENERAL PURPOSE AZIMUTH ALIGNMENT & LEVEL INDICATOR 


("THE WIDGIT") 


frequent 


| | PRIORITY ORDER FORM | 
Í Please rush me my Azimate 30006 
Rap di E pe tg 28 a acaso Sp 


Pu Vo NPR RS qb Ta Rn po poa LO Lp a RA ad a Ea ld LAPA E MIT ER eo 


Lenclose cheque'PO for E4,99, paiyale to; SL. (includes p&pi. 
Overseas orders welcome. 





The Frenchipoos cover pour le compilateur magnifique que 








Please add /9p (Euro cheques or sterlina dralis), 


| Send to: 5.1.D., UNITS 10/1 IMPERIAL STUDIOS, 
| IMPERIAL ROAD, LONDON SW6 


FE POR ATIDLE 


s appierar MUUDER 3 quand il arrive en Angleterro. Pas maf 
product, comme ils disent dans CRASH Towers. Hola! 


THE PROBLEM: 
When D load programs into my compurer 
quite often the tape Fails to Ing, 


THE ANSWER: 

Fine tune vour cassette deck to erve the hesi 
volume, aveurare abhenment, ame 
consequente mania) crashine wenh: 


£4.99 
Spectrum 16K/48K 


EFLOG 


“THE WIDGET” ONLY 
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which isa mistake since the 
master tape is likely to get quite 
a thrashing; there Is a spare 
| copy on the other side of the 
cassette, 

You can compile programs. of 
up to about 25K with Mcoder 3. 
The snags are that you cant 
“-compile from microdrive or tape 
“there is no support for Interface 
| Teommands/and you lose your 


original program as WU is 
compiled, 

The only restrictions from 
standard £X BASIC are that 


arrays must have constant dim- 
ensions (rather than dimensions 
worked out by the program) and 


| allowed in compiled programs, 


after compilation, and RUN and 
CLEAR reset variables to null or 
zero rather than forget them 
completely, 


USING MCODER 3 


| Before using Meocer 3 you 

should load your BASIC as 
normal. Then type LOAD “* 
CODE and play the compiler 
casseite for about forty seconds. 
This loads the first part of the 


ors (reporting only one at a time, 
but laaving your BASIC in mem- 
ory), deletes comments and 
generally tidies up before the 
real work begins. One nice feat- 
ure 15 that REMs at the start of à 
program are retained, in case 
they contain machine code. 
Likewise DATA and DEF FN 
sStatements are kept in their 
original form, though they can 


be called from compiled 
programs. 
A succession of messages 


| flash up as the tidying process 
takes place — then the compiler 
prints PLAY and vou can load 
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they can only be dimensioned | 
| once: MERGE and LIST are not | 


since there's no program text | 


compiler, which checks for err- | 





B.3x 


E E E E TO TT 
E E E 


the rest of Mcoder 3, which takes 
about 20 seconds. Mcocer 3 
generates code at about the 
same rate as BLAST; It took a 
total of twelve minutes to com- 
pilea 18K program, Às compil- 
ation takes place, the line 
number being analysed is dis- 
played at the bottom of the 
screen, 

When compilation is com- 
plete, you ate left with a listing 
containing initial comments, 
DATA, function definitions anda 
single REM concealing the com- 
piled code. You can start the pro- 

bl from any line with GO TO 
o long as you have the original 
fiatind fo hand); Break is allowed 
tuntike Softeks FP compiler) 


and error MEssagEes Even con- | 


tain BASIC line numbers. You 
can print and alter variables 
used in compiled programs in 
the normal way, but CONTINUE 
doesn't work lyou have to use 
GO TO). RUN, DIM and CLEAR 
may corrupt the code if used 
after compilation. 

The benchmark timings show 
that Mcoder 3 produces quite 
fast code — Itgives substantially 
better results than BLAST and 
FP, and this is especially notice- 
able when “real” programs are 
compiled. 

The bad news is that Mcoder 3 
seems to have a few bugs: 

INK RND*5 

gave an error when run in com- 
pied form, presumably because 
the compiler does not automat- 
mcally round results to a whole 
number, as normal BASIC does, 
This snag was not hard to get 
around -— we just added an INT 
statement in the line which 
Meoder 3 indicated to be the 
source of the problem — butt |s 
an incompatibility which should 
not be present, 

We also had problems. with 
strings getting corrupted as one 
compiled game ran. We discus- 


BENCHMARK TESTS - Comparing the compilers 


Qlx 27x 


2x 10.7 x 3. 3x 





ECHINICHENTECHUINICHENTECHUNI 


sed this by telephone with the 
publishers in France, but were 


| were unable to work out a fix, or 
| even diagnose the cause. Other 


string-handling programs work- 
ed fine, 

Despite these flaws, Mcoder 3 
is the only compiler we have 
looked at that has been able to 
compile “off the shelf” programs 
with a reasonable degree of suc- 
cess. Softek's FP compiler 
restricts the use of GO TO, GO 
SUE, arrays, functions and logi- 
cal operators (AND and OR), and 
this meant that it would only 
cope with very straight-forward 
programs. BLAST was a waste 
ottime. 


CONCLUSIONS 


His surprising how well the 
old compilers have stood the 


test of time — perhaps this is | 


because software houses under- 
estimate the task of testing a 
compiler properly, Z/P still pro- 
duces the fastest code at the 
lowest price, though it works 
slowly and lacks strings. 
Softek's /5, and Mecoder 2 are 


Eight standard BenchMark programs were used in the comparison: timings 
pis nchimark program are given in seconds, with the speeouvp ratios achieved by each of the compilers 
rinted on a grey backgr gundo, 


ra | [ me [| 


2.1x 2.5x 4.3x 


3.1x 3.7x T.Ix 


MCODER 3 | 





| sections. À discounted package 


| though users should bear in 





still good value, although Colt 
provides a lot of extra features 
tor three pounds more. Softek 
say that they will enhance FP to 
remove some of the restrictions 
lalready VAL and VALS are 
allowed), but they'll have their 
work cut out to catch up with 
Meoder 3, BLAST can only be 
recommended to masochists. 
Serious games writers might 
do best by using a mixture of 
two compilers — one to handle 
the majority of the code, with a 
few restrictions, and an integer 
compiler to process high-speed 


offering /S and FPisinthe offing, 


mind that Mcoder 2, /5, FP, and 
Coft are mutualhy incompatible 
since they all use the same 
memory to store run-time 
routines, | 
x is certainhy possible to write 
hitgames with a BASIC compiler 
irgin's Sorcery and P5SS's 
Frank 'N Stein prove that — but 
there are still times when only 
machine code can deliver the 
goods. If you're a hardened 
hacker, this may come as some | 
relief! 


IRES 


for the executron of each 


4.4x 1.07x 


8.8x ER 13x 
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NO, !M WAITING 
FOR TAXI 


- 4 you were to sit down and try and write a TV 
dy show you would no doubt find it diffic- 
E dd ult. To make the task a little easier vou would be 
=>» iwise to consider who the main characters in the 
cs = comedy were, how they were likely to behave in 
any given situation, and what relationship they had to each 
other. Watch any TV comedy program (Taxi, say) and see 
this writing skill in action. |f the characters are too wooden, 
or the characters behave too often in an uncharacteristic 
manner, the comedy will fail. 

In adventuring the same rules apply. The Hobbit attempt- 
| ed to bring some different characters into its plot, but too 
often Thorin can only sing about gold and Gandal is gener- 
ally found making a nuisance of himself closing doors and 
taking useful items from you. This is largely due to The 
Hobbit concerning itself more with complex vocabulary and 
graphics, leaving a small amount of memory for real charac- 
terization. Sherlock, on the other hand, devoted itself more 
fully to meaningful characters but | couldn't help thinking 
the complex vocabulary was not so much a help than a 
hindrance. A standardised vocabulary would have removed 
the need for substantial amounts of memory to be devoted 
to word analysis and would have smoothed considerably 
the players introduction to the intricacies of the game. 
Playing word games should only be a small part of 
| adventuring. 

So where might characterization in adventuring lead? 
Clearly, some method of supplying additional memory to 
the Spectrum is needed. Once this problem is solved, the 
adventure author must carefully consider each character 
before the main code is written. What are the character's 
temperament, skills (eg archery, climbing, lock-picking) and 
sr cc This should remove most of the discrepancies 

which creep into games attempting complex character dev- 
elopment. What will result from good planning are believ- 
able, intelligent characters — the sort woefully absent from 
the likes of Are You Being Served? 










RED 





MOO! 


Producer: Level 9 

Retail price: £6.95 

ab: espia machine code 
uthors: David 


| Williamson & Pete Austin 


After an Emerald Íste comes a 
Red Moon and l'vespent abouta 
week kicking my heels, or to be 
more precise, a red balloon 
around the house waiting for 
Level 9s latest masterpiece of 
competent, commercial progr- 
amming to drop through my 
letter box. (The red balloon, with 


"Red Moon written on it, was a 


prece of siick promotion from 
the canny Austin team which 
arrived some time before the 


— [ can keep a balloon aloft for 
several minutes without tiring — 


“longer if | first fill it with helium. 
| Oh!f lt's the game you want to 


know about? — oh, well, that's 
very absorbing too! 

Let's try that one again — and 
the verdiet? — well, it's another 


humdinger and a dead ringer for | 


popular acelaim. 
ahead 
been refined to enable you to go 
way ahead of the program with- 
out hardly looking up. The speed 
of the whole thing seems much 
more up-tempo than Emerald 
Isle — you can really whizz 
through this one. Combat is an 
essential element with weapons 
and armoury affording protect- 
ion but the major new theme is 
one of magic, or Magik as it is 
called in this game, with numer- 
ous spells to add that little bit of 
spice. Indeed, Level 9 call Hed 
Moon their first magical advent- 
ure. 

With this game Level 9 have 
laid all that science future stuff 
to one side and produced a more 
fantasy /mythical monsters sort 
of environment. The story too, is 
da fantasy adventure- 
and. 


The type- 


is marvellous having | 








| the crystal 


| anti 









An old storyteller addresses a | 
crowd in a marketplace. She 
tells a tale of how once their 
moon was not dim but glowed 
| with a cold crimson light. After 


many battles with the sun, the 
moon became pale and ashen 
and its light had lrttle power. The 
all important Magik faded with 
the moon. Mythical beasts, 
which once ventured abroad by 
day, were restricted to the night, 


| and more recently, to the full 


moon. Something had to be | 
done to stop Magik failing 


" altogether. And so it was thatthe 
' Red Moon Crystal was made as 


a new source of Magik. While 


“too weak to iluminate the world 
actual game). And the verdict? | 


dt did illuminate the kingdom 
from its position in the Moon 
Tower in Baskalos. Sadly, the 
moon crystal was stolen and 
Baskalos almost degenerated 
into barbarism. The story of how 
one brave magician recovered 
and saved the 
country is the story enacted by 
the player in this game. 

Loading up fed Moon the 
ada rep ep ts, Up to the same 

igh standard of Emerald isfe, 
though the scrolling text with no 
gaps or colour changes to distin- 
guish between prompts, input 
and descriptions looks just a 
httie cluttered. However, this isa 
small niggle for such a well turn- 
ed out game. às I've said, the 
type-ahead, allowing input 
while the picture forms, or for 
that matter, while the prográm 
works on anything, is super — 
not only entertaining but surpri- 
singly useful. The need to typein 
god the first three letters of a 
verb or noun ensures this speed 
never flags. 

Thestructure ofthe plot const- 
places you in the rather 
familiar bind of having to drop 


| something in order to pick up 


something; you could almost 
say in the time honoured fash- 
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ion. As ever, deciding which 
object to drop is far from easy 
and often entails retracing steps. 
However, the game makes 
| amends by politely offering 
many lives before the player has 
to resort to starting a new game 
— à super friendly gesture to the 
battle- weary adventurer. 

As you might expect in a Level 
9game the location descriptions 
are long, detailed and superbly 
crafted. Take this one which 
appears early on: “You are on a 
| grassy mound which rises a few 


metres above à sea of waving | 


rass. The plain seems to go on 
forever, broken onh 
landmarks: a small, steeply 
pointed volcanic mountain to 
the north; a thin, marble tower 
to the southwest; and a wide 
forest to the east. Red flowers 


cover the mound, perfuming the | 


air with a smell of magic. Exits 
are north to a volcanic outcrop, 
east to a wide, flat grassy plain, 
south to a ruined stone house 
and west to a wide flat grassy 
| plain." The ruined stone house 
mentioned here seems an ideal 
place to cache your loot. 
Combat and Magik are 
themes which run throughout 
the game. Combat involves you 
pitting your strength represent- 
ed by hit points against your 
assailant's, whether rat, quard- 
tan or cloaked statue or whether 
aided or abetted by armoury 
| Such as swords, daggers and 
magical cloaks. The combat 


routines are somewhat imposed | 
upon the game to the extentthat | 6 


à fallen combatant cannot be 
examined or play any further 
part in the game (excluding, that 
is, the ghost of the rat which 
comes back to fight again). Hav- 
Ing slain the rat EXAM RAT gives 
“You can't see an enormous 
ratF. Now that I've mentioned 
the examine command it should 
be noted that in this respect this 
game is somewhat atypical 
compared to other Level 9 
games. Examine only seems to 
work when barking up the right 
tree — otherwise the range of 
responses is well down on the 
| norm, although a few funny 
| replies survive nonetheless. 


The Magik is an integral part . 


by three | 





of Red Moon. To cast a spell the 
format CAST “spell name 
“optional target” is used, é 
ESCAPE or CAST 5C0O! 
NORTH. To cast a spell you must 
possess the focus for it and the 
objects needed are scattered 
liberally throughout the adven- 
ture. For example, to cast 
ESCAPE you ne 
a parcussion instrument struck 


with a pair of hammers or a | 


goose quill, while the SNOOP 
spell, which allows you to look 
into a nearby room, requires a 
pearl. | 

Red Moon is a highly compet- 
ent adventure program which 
neatly walks the tightrope 
between absorbing plot and 
commercial, memory-guzzling 
colourful graphics. kt displays 
many features to ensure this 
paro respa Level 9 at the top — 

18 superb type-ahead, friendly 
input, imaginative graphics and 
long, descriptive prose. The 
combat routines and Magik 
spells add much to the player's 


interest but where this game | 


really excels is in its storyline; as 

the game unfolds it becomes 

more and more clear a great 

deal of thought has gone into its 

construction. fed Moon is 

SE entertainment at ita 
St. 


Difficulty: a long adventure 
which is quite easy to play 


raphics: on every location, 


enerally good 
eba ion: good choice of 
colours but text cramped 





Input facility: some way beyond | | 


varb/noun 
Response: reasonably fast 


“pos | Features: type-ahead 
allows program to always 
accept Eus regardiess 


General ng: has an appeal 
for everyone 


Atmosphere 
Vocabulary 
Logic 

Addictive Quality 
Overall Value 
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the dulcimer, | 


to €O CO CO CO 


WARLORDS 


Producer: Interceptor 
Micros 

Price: £5.50 

Language: machine code 
Authors: David M Banner 
& Terry Greer 


First there was Message from 
Andromeda, then Forest at 
World's End followed by Jewels 
of Babylon, the review 0f which 
caused a bit of a stir in the Inter- 
ceptor camp. The reason for this 
last was bip that game's 
wonderfu graphics which 
would seem to warrant a favour- 
able review no matter what. For 
my taste the game was far too 
similar to its predecessors. Har- 
ford, the fourth game to be 

roduced for the Spectrum by 
Interceptor and written by David 


Banner, is again similar in style 


to Jewels of Babylon but might 
just have the edge with its inter- 
esting Roman/mythical gods 
theme and superlative graphics. 

In the middle of the first cent- 
ury, Roman legions led by the 
feared  Vesparian, | pushin 
northward toward the Celtic hill- 
fort tribes are confident of vic- 
tory as they advance, 
abruptly find their progress 
halted at the Scottish border by 
a powerful Northern Warlord. 





but | 


thing is, there is not a jot of text 
























Both sides call upon their 

ods, but such is the ferocity of 
their fighting another solution is 
sought. The warring factions 
decide to transport a champion 
from each army through time 
and space to one of the Celtic 
Otherworids. The side whose 

' Champion returns to the real 

world first is the victor, The 
Romans choose their finest | 
centurion, the Celts their War- 
lord. You take on the role of The 
Celtic Warlord and you must 
find your way back to the real 
worid before your equally deter- 
mined Roman opponent. 

You begin with a picture post- 
card graphic ofa wooded vale at 
the foot of a mountain. Impres- 
sive pictures such as this are | 
scattered throughout the 
adventure and are of the highest 





standard — certainly some of 
the best | have seen on a Spec- 
trum. They appear instantane- 
ously and only on your first visit 
to a location. On pressing a key 
the picture is taken from the 
screen to leave you with the 
curious text organisation seen in 
the rest of this series where 
input at the bottom causes the 
location description (with 
details like exits| to scroll up and 
off the top of the screen. The 










in the middle — makes me laugh 


ation descriptionsare as terse as 
ever eg “A Mountain Slope', “A 
Woodland Path, 'The Rocky 
Path", occasionally blossoming 
out into the likes of “The Vale of 
Kells. Sunlight filters through 
the leafy canopy made By 
ancient, towering oak trees. 
Hence it would be more accurate 
to say many locations are 





every time | see this. The loc- | 








“A 








| 
o | = 
Ea, page Te ANS pi a ia 
== Es o 2 E E Petas oppcad TS E e 
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represented by location names 
rather than location descript- 
OnS. . 

Again, as in the rest of the 
series, the vocabulary is off-beat 
with the likos of ENTER POOL or 
GO POOL spurned in favour of 
CLIMB INTO POOL. How much 
vou think this a good/bad point 
depends on how long you like to 
spend in your adventures quess- 
ing words ateach problem. How 
logical you perceive the prob- 
lems to be will depend upon 
vour grasp of the Roman/Celtic 
mythology which drives the 
game. 











What can be said, is that few of 
the problems are especially diffi- 
cult. The plot of this adventure is 
a shade stited. Examining 
things which are not thought 
relevant always reveals nothing, 
and if there's no point in say, 
ção a tree, then the prog- 
ram will not let you do it. Some 
of the objects you find create no 
mental imagery whatsoever. 
Take the piece of iron you pick 
up: examining it reveals noth- 
ing, as it is just a lump of metal 
— another boring artefact to be 
picked up and discarded along 
the way. S0 much for creating 
and sustaining the atmosphere. 

A few changes have been 
made since Jewels of Babylon; 


q Ega 


: gusta a, pai E ep Ee 
DRSiso (a mms) A E Sp 


two which | noticed were the 
addition of a score and the 
absence of a maze in the forty 
percent | completed (which sug- 


gests you might just get away | 


with the one maze). What can 
most certainly be concluded is if 
you liked the predecessors in 
this Interceptor series you will 


like this one. All in all Lthoughtit | 


an interesting diversion if only 
for the-graphics which are worth 
seeing in their own night. 


COMMENTS 


Difficulty: quite easy and not 
that many problems 
Graphics: notmany butthose 
which appear are excellent 
Presentation: colours OK but 
screen could have been better 
utilized 

Input facility: often requires 
sentenceas 

Response: instantaneous 
General rating: rather lacking in 
text, but ifyou liked the other 
Interceptor games you'll like this 
Ne. 





Atmosphere 5 
Vocabulary 5 
Logic 5 
Addictive quality 7 
Overall value F, 
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| 
| Ao 
UU def PELO 


Producer: Sentient 
Retail price £2.99 
pd sea Quill 
Authors: Lumpsoft 


You might remember me re- 
viewing Lumpsoft's The Key to 
fime a little while back. Well, 
here we have their follow up 
marketed by Sentient Software 
and, whereas their first game 
borrowed much from a BBC tele- 
| viston program with a time 
| machine and a Doctor, so this 
game borrows from an ITV prog- 
ram featuring Mother and Steed 
“Agivin 
easy!). Mother has decided that 
all new agents need a good work 
| Out on a training assignment 
before joining the team. 
Reading a letter from Steed 
iven you at the start, you learn 


at your man in the Zndrovian | 


Embassy has been murdered 


any more makes it too | 


and the object of the training 
exercise is to bring back the 
name of the murderer and the 
weapon used. À card has some 
questions in Zndrovian on it, a 


necessity, as noone in 














ADVENTURE 
TRAIL REVIEW 


RATINGS 
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the 





ATMOSPHERE: refiscts quality o! 
location desiripton and graphics and 
how crecibiy characters behave. 








VOCABULARY: the compisianass of 


LOGIC: refliacas the logic of the problems 
ancountered and whether or noi vou are 
ley to be olha witoui wesming or 

chance df escape. 





















DEBUGGING; Indicates the level 0 
crashprooting. À program should not be 
Crashed simply by making am incormect 
entry or by pressing an unioriunate 
combinationo! keys. 











OVERALL: goneral rating based on price 
and the olhar ratings BUT NOT AM 
AVERAGE OF THE OTHER RATINGS 












embassy speaks English. The 
embassy turns outto be a manor 
house and the murderer to be 
one of the five surviving occu- 
pants. Examining the body of 
Count Drezisird, the murdered 
agent, does not prove conclus- 
me as this excerpt from the 
game shows: “He's been 
stabbed, strangled, poisoned, 
shot and hit with a blunt instru- 


ment.” This humorous aspect to | 


the game can be more subtle as 
in this earlier description, “| am 
logo on an immaculate 
lawn. The 


can also see: A shrubbery, 
Another shrubbery, only not as 
tall as the first, giving a sort of 
two-level effect, À rose garden. 
A rabbit burrow. The rabbit must 
e Ruout six feet Ea, ifthe ars g 
the hole is anything to go 
Later, GET PLAQUE lays on 
words to give the following 
reply: “You should try not brush- 
di Daipo teeth”. 


entral to the run of things, as | 


you might expect frorn the title, 
are some pretty weird goings 
on. Im particular there is a 
strange mirror. Look into it and 
characters start appearing in the 
dining room beside vou, the 
marble staircase cannot be sur- 





drive is to the north. | | 


===. 


o 


DS ari 


As 


o e ud 
Ti; E bd 


mounted with UP as previously 
Ut now requires GÓ STAIRS, 
and what's more, they don'tlead 
to the same place they used to! 
Looking into the mirror again 
reverses all these changes. 
Something | never quite man- 
aged to work out during all this | 
is how or where to play the mys- 
terious game called wom with 
the womball found in the first 
few frames. There again, | didn't 
get anywhere near finding out 
who committed the crime — 
every  suspect  interviewed 
atcuses someone else. Things 
aren't made any easier by char- 
acters turning up in locations 
onhy after some time playing the 
game, like the time | played for | 
ages before the gardener sud- 
denly turned up in the garden. 
- Malice in Wonderland is an 
interesting adventure with some 
fooc poente leg | SHOW CARD 
IO BUTLER and the program 
Rm ts me to SHOW BUTLER 
E CARD) along with some fine 
touches of humour. | couldn't 
find out who did it and | think 
Ou might find it quite a chal- 
enge also. 


"COMMENTS 


Difficufty: becomes more 
difficult the further you play 
Graphics; none 
Presentation: white on blue 
Input facility; verb/noun 
Response: Instant 


General rating: original plot 





Atmosphere 5 
Vocabulary 6 
Logic . 5 
Addictive quality 5 
Overall value 5 
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PROJECT X— | 
THE MICROMAN | 


Producer: Compass 
Retail price: £2.99 
Language: Quill & 
Hlustrator 

Authors: T Kemp & J 
Lemmon 
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This game uses every program- 
ming aid in the book but looking 
at the result this may not be such 
a bad thing. The loading screen | 
acknowledges the use of Mel- 
bourne Draw (and very nice the 
screen looks too) and the use of 
the Quill and Illustrator, along 
with the curious 'Patch' for the 
main program. Às with most 
things it's not what you've got 
but what you do with it and in 
this instance what Compass 
have done isn't at all bad with 
some additional features not 
normally found on such games. 

Machine code sereen and 
sound effects are much in evid- 
ence, Telephones ring, sirens 
wail and the exploding screen 
| effect which greets your untime- 
hy exit from a game will have you 
purpm out of your seat with 
right. Should you be beaten in 
this way not all is lost due to a 
feature which greathy ahd bases | 
me. This game boasts a STORE! 
RECALL from memory facility 
which allows you to save your 
position using STORE before 
attempting anything dangerous | 
tor silly). H the inevitable hap- 
pens and you die a death then | 
vou can simply type RECALL to 
return you instantly to the state 
of play before you died. When | 
say entering something silly Ido 
not include swear words which 
unceremoniously crash the 

program with no recourse to the 
| type of joke seen in Ramjam's 
Valkyrie 17. The game has 130 
locations (30 of which are split | 
screen graphics), 80 objects 
imany ilustrated by UDG's), 80 
messages and a 150 word 
vocabulary. 

You play a Professor Neil 
Richards who, whilst working in 
| his laboratory at home, irradi- 
ates himself in a freak accident. 
Panicking, he runs out of the 
house and drives off down the 
road to his colleague's laborat- 
ory a few miles away. While 
speeding down the road a tyre 
bursts and thecar swerves into a 
tree. Your task is to get to your 
colleague's house but this is. 
made all the more difficult by 
two almost insurmountable 
obstacles. One is your size 
which has apparentiy been 
| reduced to about that of a pen, 
which must be as a result of the 
animal miniaturization experi- 
ments you were carrying out at 
the time of the accident. The 
second difficulty is the COM 2 
high-tech computer controlling 
your colleague s lab secu Ev. lts 
| main task 15 to stop you from 






entering the lab, something you 
must do to attain the solution to 
your problem. 

Though | liked the theme of 
this adventure a lot, and the 
presentation of the text is very 
smart and helpful, its vocab- 
ulary left a lot to be desired. 
Generally only one word set will 
work in any one situation (take 
entering the shed where all ver: | 
bose attempts ended in failure 
while the almost idiotic IN does 
the trick). This can make things 
very difficult when the program | 
chooses strange words (take 
crossing a crevasse with a twig, 
where CROSS TWIG is not aco- 
| epted while CROSS BRIDGE is, 
this when there has been no 
mention of a bridge!). A limited 
and inconsistent vocabulary 
need not ring the death knell for 
a game if it makes good use of 
prompts (perhaps “The twig 
now forms a bridge across the 
gap') but, sadly, this game 
makes little use of prompts. To 
compensate for these short- 
comings the game does offer 
one or two refinements. Take a 
handle early on where TURN 
HANDLE gives a slightly open 
window, WIND HANDLE does 
the full job — very clever | 
thought. | 








The story of this adventure is 
dominated by your small size 
and on the whole the game 
gives a realistic feeling of being | 
gmail, for example, using an egg 
cosy to wrap around yourself 
and a thimble for a helmet, butin | Difficulty: many tricky points 
other areas it left me wondering. | dueto unfriendly vocabulary 
Would it be possible for such a | Graphics: some, generally poor 
diminutive chappie to loosen | Presentation: good use of 
the belt from a scarecrow with- | colour in redefined text 
out first climbing up, or to cut | Input facility: verb/noun 

lass with a diamond ring — a | Response: instant Quill 
feat difficult even for a normal | response 
| Sized person, Special features: store/recall 

Project X is à fine game witha | within memory without 
different storyline. lts screen | recourse to tape (although has 
presentation is super with differ- | save tape also) 
ent text colours to break up the | General rating: good value at 
screen. Where it falls down is in | E2,99 
its vocabulary, which is un- 
friendly, and with its graphics, 
which are simple and generally | Atmosphere 
poor. For just under three | Vocabulary 

unds, though, it is not a bad F 















: IC 
uy and is available from maçon : 
Software, 63 Cozens Addictive quality 


Rá Norwich NRTNIJP. Overall value 
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PICTURESQUE 
BORDER 


Dear Derek, 

| eagerly typed in Nick Page's 
Level 9 bsting from your July 
issue, glad of something to 
relieve the strain on my poorold 
eyes as | played these excellent 
adventures well into the early 
hours. The first thing | noticed 
was that a dollar sign was 
printed after each command | 
entered. Now that didn't seem 
right (Level 9 are, after all, a 
British Company, so if anything 
was to be printed surely ft 
should be à pound sign!), After 
dissecting your listing | found 
the error, the first number on 
the second last line should be 
Se, not 36, which would print a 
space over the cursor [or you 
could change it to 96 to print a 
pound sign, but that didn't look 
right) 

So now | had an improved 
version of Colossal Adventure, 
but it wasn't long before | 
realised that it was far from 
perfect and rather than reducing 


Before we get into the letters 
Emust tell you about Roger 
Gerrett's adventure helpline 
and newsletter otherwise he 
won'tstop ringing me! Via 
his phone-in helpline he cam 
offer help on a large number 
ofadventures particulartiy 
those available on the 
CBM64. This service is 
available free of charge 
every evening between 
19:00 and 21:00 to any 
adlventurer. Roger also 


produces a newsletter mhich 


costs 50p per issue and 
includes advice, hints, 
general articles and game 
reviews. was however a 
little perturbed to see Castle 
Blackstar being the star 
review over the likes of Lords 
of Time and Snowhaill when 
in the same issue Castle 
Blackstar was being soldas a 
star buy! 

You can obtain further 
information on the news: 
letter or help from the 
helpline on [0245) 442098. 


eve-strain, my eyes were 
getting really messed up. The 
cause of this predicament was 
the border which Hashed white 
every time | pressed a key when 
nputting my commands. Nick 
states im his letter that you can't 
change the display to white on 
black without the border 
changing. Well, [for one am not 
willing to put up veith a Hickery 
border fit can be avoided, so | 
loaded up my trusty 
Preturesque disassembler and 
delved into the mysteries of 
Level 9's code. Sometime later 
there was a cry of Eureka! Yes, 
Pd found the offending bytes 
and a couple of pokes later |had 
Colossal running with a lovely 
eve-pleasing display and am 
now able to play it until dawn. 

The two pokes required to 
stabilise the border in Colossal 
Adventure-are: 


POKE 26029,24 and POKE 
26033,8. 
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These should be added to LINE 
10 of the BASIC program in the 
July issue, Of course nothing in 
this world is simple, and the 
pokes for the other Level 9 
games are slightly different: 


POKE 26027,24 and PORKE 
26031,8 


added to LINE 10 will do the 
trick for these adventures. 

OK. Well | hope that has 
proved useful, now | would like 
to pick your undoubted brains, IF 
Emay, with a few problems Em 
having with a couple of 
adventures, 

First, one of my favourite 
adventures, Twin Kingdom 
Valley: how do | dispose of the 
dragon in the castle to get my 
grubby little hands on that 
master key which the beast 
possesses? Also, what's the 
holdall for? How do | use it? 

Now onto an adventure with 
which you are obviously very 


familiar, Renta, I've noticed 
vou ve been giving a few hints 
on this one lately, but most 
people seem to have got further 
than me, so not wishing to 
appear a fool may lenquire as to 
how | should go about entering 
Tylon's castle? I'm sure it's 
obvious but | must be too 
intelligent to think of it!) 
Enough of my problems, Now 
let's see df | can offer some 
assistance. M Vickery is 
obviousty playing Dream 
Software's Quest for the Holy 
Gral and the solution to 
passing the white rabbit is quite 
logical really — lob the Holy 
Hand Grenade at it! [Dig with 
the spade at the very muddy 
verge to find the Grenade). 
Mike Peach, Crewkerne, 
Somerset. 


[seem to have lost my notes 
on Twin Kingdom Valley, so Em 
afraid | can't answer your 
query at the moment, but [II 
try and answer itnext month. 
To enter Tylon's castle you 
need help from Zelda. You 
must First rescue Timandra 
and take her to Zelda, then 
go to the castle and wait. DB 


ADDICTED 


Dear Derek, 
| have to disagree with you on 
Castle Blackstar. This might 
have been a quod game a couple 
ofyearsago, but tomy mind it's 
dated and rather dull now. 

Lam poised to check out Ou! 


Da 








of the Shadows, âmazingly it's 
on sale locally in a camera shop 
in Huyton. Which carries some 
computer games as a sideline!!! 
May | recommend a game to 
ou — Ring of Darkness 
Wvintersoft). You gave it a so-so 
review in Issue 6, The thing is — 
this 15 one of those games that 
takes patience and a lot of work 
and time before you can really 
appreciate ft, The concept 
sounds similar to Shadows, 
going up levels through gaining 
experience on quests. lt took me 
a couple of months of addicted 
slogging to complete it, but it 
was all worth it. | procured my 
meatiest equipment by stealing 
It, by the way! — definitely 
worth attempting 'cos 
eventually it's possible to 
obtain a deflector suit and a 
laser gun!!! was brilliant 
going underground 5 or 6 levels 
and taking on the really big uns. 
Ahhh, the thrillof being stalked 
by some nasty who may be able 
Lo rot your armour or drain your 
mind, or chancimog your armona 
possible monster-trapped chest 
should not be missed. Graphic 
Advanced D and DI! | can only 
urge you to persevere, Derek, 
will be worth it. 
Ferry Andrews, Huyton, 
Merseyside. 


nd 


o RR que 
ERRA add io 
E E Aa iso a = ei 


PERFECTLY PERFECT 


Dear Derek, 
Ithought it was time to put pen 
to paper, seribe to parchment, 
blood to skin or inother words 
write a letter. | think that your 
adventure column is the best 
part of the magazine along with 
Signpost. The comments on 
games reviewed are on very 
well chosen aspects of 
adventure games but | think 
that you ought to add a new 
heading — Number of 
Locations. This would be very 
useful for cartographers [not 
quite & Lloyd Mangram Long 
ord Dictionary qualifier?) to 
see if they ve got allthe 
locations mapped. Otherwise 
everything is perfectly perfect. 
But, toh no! Lhear you moan) 
how about printing maps of 
adventure games, because in 
this department you are being 
outshone by that little, no-good 
upstart Robin Candy. 

So for starters lenclose a map 
of Gremlins as well as the 
complete solution. 

Wayne Morledge, Ilkeston, 
Derbyshire. 


Fou make some very 
interesting points there, 
Wayne. To give the number of 
locations either requires me 
to complete an adventure 
fquite rare for a review — 
especially these days) or for 
this information to be given 
with the game [some 
companies supply a cassette 
onty, with the attitude of — 
here's the game, now get on 
with Ft). Às for printing maps 
this may vroll be a good idea 
— ft all depends on the 
quality of maps sent in and 
whether Oli has the time to 
spruce them up and draw 
them out. This last point is 
especially valid when it 
comes to your own great 
work enclosed in pour letter 
for Gremlins. DB 
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ARTFUL DODGER 


BERTRSTA 

Lam writing to give you a tip on 
how to collect large sumes of 
money on Dun Darach. 

First go to the gambling 
house in lomain and save the 
game. Then kezp putting your 
money on table B and leave it 
there. Save the game after each 
win (in case you loose next go] 
but don't remove winnings. 

E tried this last night out.of 
frustration at getting nowhere 
and amassed 10.5 million Iride. 
This isa bit over the top, and! 
could onhy put 3 million in the 
bank before my arm seized up. 

Also when [buy a thieves 
guild licence, | still get robbed 
by pickpockets (not money, just 
objects) but do not get arrested. 

Paul Bennetto, Plymouth. 


FAKEN FOR A RIDE 


Dear Derek, 
| am a reader new to CRASH 
magazine and was very pleased 
to finda good range of tips and 
clues in your Signpost pages. 

Recently | bought the 
Sherlock adventure and have 
become quite addicted to it 
during my spare time, Anyway, 
tha reason | decided to write, is 
because | have found something 
quite odd during game play. | 
hear several people need to 
know how to stop Lestrade 
wrapping up the case on 
Monday night and think my 
method could help some poor 
devils cut there 

When returning from 


Leatherhead on Monday night, 
follow Lestrade from the train 
and onto Kings Cross Road. 
Now as-soon as he hails a cab 
input "say to cabbie, go to 
Aldergate Street”. You then 
realise that Lestrade has 
climbed into the cab and has 
been whisked off before he can 
give the cabbie his destination. 
Eve found if you catch a cab 

ourselfto Aldergate Street you 

ind Lestrade sitttmmg in the first 
cab, waiting patiently out of the 
VuBy. 

This enables the novice to 
explore London in peace, 
unhindered and collect clues 
but there is a snag. Getting 
Lestrade out ofthe way is OK up 
to a point but you need him in 
the end! 

Now please could you heip 
me. Lam sick to death of trying 
to decode the two notes in 
Basil's pad. I've tried 
everything, I've even written to 
Keith Campbell of C & VG for 
help [! -DB), but his clue was 
small and very mysterious as 
usual, | now think my copy is 
bugged. Keith Campbell came 
up with some rubbish using 
tetter substitution on the basis 
of E" equalling 'H' but | can't 
work it out. Maybe |'m just 
stupid! 
lan Eaton, Hednesford, 

atafrs. 


Well lan, there is no simple 
code to help you here. You 
must count the frequency of 
each letter and relate this to 
what we know about the 
frequeney of différent 
letters in the alphabet. [What 





we know? — you might ask, 
mell, things fike E is the most 
common, À [5 second most 
common etc). After this look 
for single letters which are 
either lor A. Then you might 
try and track doven THE or 
other simple two or thres 
letter words. As E does look 
like it is H, Keith's advice 
would segm to be sound. DE. 


And now doven to some 
adventure queries! The code 
used is the same as usual. 


Philip Fleming of Billingham 
asks: "Can you help me with 
Matra Contract? How do you jet 
the door key in thehotel! Whal 
do you do after you have killed 
rerreto? What can you do inha 
shop? 

On to Subsunk: hovdo you 
openthe safe? How do vou open 
the rusted hateh five tried burn 
toast and the knre, 


Togetthe key go down in the 
HiFft and SJOH CFMM, TBZ 
LFZ. From the shop you can 
get a CVMMFU OSPPG WFTU 
BUE E HVO. After you have 
killed Ferrelo go and see the 
Boss. Às for Subsunk, I'veno 
idea. 


tan Harrison from Liandudno 
writes: “In Che Hobbit | have 
Eledihe Dragon via the Bard, 
Eiled the Bard and taken the 
Uragon's treasure. What do | do 
PO? 


E think killing the Bard was 
rather antisocial! You must 
go home and deposit the 
treasure in the chest. 


Stillon The Hobbit — in the 
July issue | stated that to 
escape from the goblin 
dungeon you must SAY TO 
THORIN "CARRY ME EAST',i 
forgot to mention that you 
must also SAY TO THORIN 
'OPEN WINDOW" first. 

fiso in the July issue | 


spilled the beans that the 
mwizard's hat in Mountains of 
Ket is across the crevasse 
and that you need to drink 
the Elixir to cross. Charles 
Haggerty now asks the 
whereabouts of the elixir. 
GJMM CPUUME BU TISJOF 
HA JUIOPPM. 


Douglas Bell in Montrose is 
having difficulty changing 
From a frog in Witch's 
Cauldron without being 
eaten, Er ed or drowned. 
Fry UVSO UISFF UJINFT, TBZ 
UBDZTTVO. 


Keith Trevis from Droitwich is 
having progress in Knight's 
Quest blocked by an 
untriendiy snake. You could 
try TUSBOHMF TOBLF. 


Neil White from Bradford 
asks: “In Mentila, could vou tell 
me why | am told | see no ward 
when entering the obviousiy 
correct solutón tó the ward ol 
disintegration? 


Ethink it's probably because 
rou can 'tsee the ward. To 
see it you must XFBS UIF 
HPME SJOH. 


P. Gregory of Portsmouth is 
having trouble with the 
magpie in Eye of Bain. To get 
the objects from its nest you 
must EJH VO B XPSIN BOE 
UISPMX XPEMN. 


a, DR pain, 
am le = 
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JOHN WILSON from Rochdale is 
this month's superhero for 
completing Witch's Cauldron at 

| ?.37pm on 12th February 1985. 

| I've started Superheroes a 
month earlier than planned as 
we've already had our first 
applicant! The first person to 
complete a particular adventure 
will achieve fame (the boss 
wont allow any fortunes!) by 
having his or her name and 
achievements published. To 

qualify you must give the date 
you completed the game (it 
shouldn't be much different 

| rom the postmark on the 

| envelope), a few hints on how 
youachieveditandmost 
Importantiy what happened at 

| the end. Games reviewed 
before the July issue don't 

| qualify as they will already have 
been completed many times. 


Allapplications to be a 
| Superhero must be sent to 
| SIGNPOST ([SUPERHEROÕES), 
CRASH MAGAZINE, P.O. Box 10, 
| Ludlow, Shropshire, SY8 1DB. 
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[he famous World War Two pilot was sitting in the mess. (No, he wasn'tin the CRASH offices, 
ft's where famous World War Two pilots had cups of tea in between flying missions, dearie 
me!l He looked at his navigator, with a knowing smile. Tonight was the nightthey were dueto 
Hly their first real mission with a specially modified Lancasterbomber, over enemy territory, to 


attack an important enemy dam. 


For months they had been practising their approach techniques over a remote stretch of 
water, Somewhere in England. At last they were going for real. 
“How do you feel, Map Minion?' Ponsonby-Smythe asked. . 


ooM:-.. 


Heavy Ilak to Starboard, Skipper, unclear as to what's happening, buti reckon we're under 
attack... according to me map, we're due overa flak battery. .. oVer' 


“What's that about a Flat battery, navigation, over...' 


lísasquadron ofStukas... looks like they've justscrambled from their airdrome.... coming 
in at ten past one Skipper... I've got them in my sights, plain and clear' 


“Well stop getting edgy, and use the trigger, gunner... over” 


“What's all this about batteries, Oh Map minion, Ithough you could navigate... over * 


Altrght, alright, don't scold me, Em just trying to do my best, and... 


prrriiing' 


D ping! 


First teigphone call of the day 
mas to US Gold Davy veis offto 
guoc start. US Gold lady says 
iovely idea to do a Dambusters 
competition — happy ta offer 
ibirty copies of the game as 
prizes. Coco stuft. Write comp- 
Etton 


US Gold's latest release for the 
Spectrum às Dambusteis, a 
simulation based on the exploits 
of the famous 633 squadron 
Armed winlh Barnes Wallis's 
“Bouncing Bomb” they attacked 
vital dams durnna the Second 
World War. In this game, you fly 
a Lancaster bomber over enem, 
territory, and attempt to effect a 
hritona dam. -arevou upito it? 

Well, to get you in the mpgod, 
heres à cunhinagly devised 





DAMBUSTERS WORDSQUARE 


Find the following words in the square below: 
DAMBUSTERS SQUADRON 
WALLIS LANCASTER 
SIX BOMBER 
THREE FLAK Sh 
THREE (yes, again) BIGGLES (Who he? —ED) || 
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PE 
wordsquare, containing a whole 
range of bouncing letters and no 
more of these 'ZZAP! rules OK 
messages which the horrid Gary 
Fenn sneaked into our tas! one 
QE Find the hidden words, FINg 
them mn pen and whizz you! 
entry to DAMBUSTERS, PO Box 
15, Ludiow, Shropshire, 5YB 
DB to arrive by 26th Sent 
ember, when the draw wall De 
made to determine the thirty 
JckYy WWINNEES, 
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A Iittle while ago, someone found Graham Stafford from Design Design standing in the 
middle of the office, looking thirsty. Sorting through the rupees and coat buttons that some 
disreputable person has been putting into the tea kitty, we found enough money to covera . 
pint of Old Flatulence with which to slake Graham's thirst. 

Off we trotted to a local hostelry, and by the time we left, we'd arranged to receive the 
lowdown on the development of Des-Des's latest programming extravaganza. Straight from 
Graham's word processor, in installments. 

Herewith Part The First... in which we meet the Design Design team, and take a peek at their 


natural habitat. 


Design-Design! ['Who?', shout 
millions of people across the 
country.) Design-Design, | say, 
Possibly the greatest software 
house of all time, and the most 
modest! For those of you who 
didn't shout Who? Whatf may 
be more appropriate, Well we're 
a bunch of mad-living loônies 
frôm Manchester, with an 
impressive collection of 
motoring offences! We also 
happen to write some ofthe best 
| software on the market. Our 
programmers, whilst bordering 
on the psycotic, do at least know 
what they're doing. 

Many people have wondered 
and asked about the conditions 
| and environment taken to 
| produce a Design-Destgn 
| programmer. Take. 2Wook 

Vior example, Master of the 
6809 and the pint glass, His day 
starts when hestaggers downto 
the kitchen in search of the 
traditional moming mug of 
coffee & cig. Well [say morning, 
Wook works on a 36 hour cycle 
as opposed to everyone else's 
24,50 this can be any hour ofthe 
day or night, He then works until 
the pubs are open, drinks until 
they close, comes home and 
falls down the stairs. f any of 
| you've got a copy of Dark Star 
with a cracked case, it's 
probably one ofthe 200 he 
landed on one night! 

Whilst sobering up, he works 
until talling asleep, 
| programming or poking about 
in the depths of his multi-user, 
| multi-tasking 0S-9 system. If 
any of you budding 6805 
programmers out there ever 
meet Wook at a trade fair, take a 
word of advice and never 
mention the other 6809 
operating system, FLEX; at least 
notifyou wish to cona drink out 
of him! 

Graham (Nose city) Stafford, 
on the other hand is far more 
suave and sophisticated 
(SMUG). Clean living, engaged, 
and up bright and early at 
2. 00pm every day, Graham is 
the epitome of the ideal 
prog rammer. Works regular 

ours, cheap to feed, 
understands the meaning of the 
word DEADLINE and even takes 
his computer with him when 
visiting his fiancee at weekends. 
What more can you say about 
such a perfect representative of 
this industry except isn't it time 
| he thoughtof taking up 
| macramé? 
| Who'snext? Ahves, the prime 
of our little clutch, Mr. Brattel, 
iven his formal address in 
(tgepin with the general 'Man 
About Town" image that he 
projects. Always cool and calm 








o fo (oa ad 


Surely this space should be filled with programmers? No, 


hang on, maybe the pub's open... 





- ah pes, here they aro. What a 


thoy appear to bol 


iancado 0 alinea 


reputabis 
's lost his beard, and tha photo- 


qa , har's lost his focus. Must ba the OLD FLATULENCE 
r ta 


king effect! 


ina crisis, he is the only guy | 
know to drive a car over a cliff 
and climb out muttering 'Eer, | 
think we've done it this time 
Psil". He thought the whole 
incident hysterically funny until 
the thought What's Graham 
going g to say?" occurred to him. 
ractically the onhy thing that 


| can provoke a violent reaction 
| from the illustrious Mr Braíttel is 


uncooperative hardware. There 
are several battered Spectrums 
littered around the house to 
testify to this. Outside of 
programming, Simon builds 
things. The list is almost 
endless, his own computers, 
audio power-amps, things to put 
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in Beebs that make them belch, 
an endless series of pre-amps 
and things to interfere with 
Wook's radio equipment. Wook, 
by the way, is a practising radio 
amateur, and target for many 
radio-orientated practical jokes. 

Well there vou have it, three 
totally different people who go 
to make up the Design-Design 
in-house programming team, 
Still, enough of the individuals 
and onto how this rather 
unusual team functions. No one 
program is written by two or 
more of the programmers, 
rather each one works on his 
own project. VVork usually starts 
at some arbitrary point in the 





afternoon, afterwnhichthe house 
reverberates to the sound of 
programmers stampeding up 
and down the stairs, searching 
for coffee, bursting in to each 
other's rooms for advice/help 
and venting their opinions on 
the latest LPs or CDs they've 

ht. (Graham: Nik Kershaw, 
The Riddle Wook: Bob Marley, 
Three Little Birds, Dub & 
interminably extended 12". 
version. Simon (CHI mol cliff?) 
Brattel: Sting, The Dream of the 
Blue Turtles). 

During this complex interptay 
of personalíties, ideas and 
opinions, the work of cach ofthe 
three becomes subtly 








cheap to feed, housetrained and a 


respec | | of society on Z' Tst 
this voar. We hear that Si REALLY wrote this article, 


— mora details next ish. 


influenced by the other two. The 
upshot of this is that each 
program, though the work of 
one programmer, inherits that 
indefinable something that 
marks it as a Design-Design 
product. 

There are a few, not instantly 
obvious, perdi ds to working 
in the hours ofdarkness. We live 
on a fairly major B-road, so the 
absence of traffic noise at might 
is most welcome. Also, Graham 
finds it disturbing to glance out 
of his first floor window to find 
those on the top deck ofa GMT 
bus gapeing at him from eight 
| feet away. Some people have 
fairies at the bottom of their 
“nd we have a bus stop! 

imon too, is happy with the 
nocturnal existence; here 5 a 
“'manwho hates to be hot, or 
even warm, thus the absence of 
solar radiation adding to the 
heat dumped by his computer 

par is most welcome. Wook on 
the other hand, defines day as 
when he's awake, and night as 
when he's not. Fm not 
| convinced he realises that there 
is a relationship between light, 
dark and the hands on his 
watch! 

Admittedly, one cannot just 
pop round the corner for the 
occasional bottle of coke, but 
there is a 24 hour petrol station 
up the road for such things. As 
| everyone Is pprardd in bed by 
q.00am, Daveisleft 
| unsupervised in the office of an 

















| Exhibit Three. Graham Stafford. The aged ano gire 


bout to 


not 


hour or so until Johnny arrives 
circa 10.00am. This is à cause of 
great concern, as nobody seems 
to know what he does in this 
hour. There is a theory that he 
gets the milk in, but this is 
unproven at the time of writing. 
nough of this work rubbish, 
what do people do in their free 
time? Well there's the obvious 
ariswer: The PUB. One 
advantage of living where we do 
is that the Junction Inn is a mere 
200 yards from the front door, so 
nobody has to drive. As to other 
extra-curricular activities, these 
are as diverse às the 
programmers. Johnny, Myself 
and Simon all own lasers, and 
Johnny is developing a healthy 
interest in holography. Simon 
and | are more interested in 
sound to light units and the 
possibilites of drawing things.on 
the ceiling at trade fairs. Ht's also 
good fun waving lasers at 
people leaving the pub. Water 
pistols and sunroofs provide 
good entertainment in the 
summer months too (see 
SPECTACLE for details), 

“Then there's the traditional 
Black Rock Sands Expedition. 
This involves everyone piling 
into the cars and belting off to 

| the west coast of Wales, for a 
day of sun, sand, beach racing 
and sifting in traffic jams with all 
the other tourists, There's the 

| endless series of totally useless 
electronic gadgets people build, 

flashing LEDs, strange noise 





















A Rare Action Shot. Simon Brattel washes up in a beard as 
part of tha Design Design design for living. This action shot 
pico “sh d clean should win awards. 





roducers and even a six foot for a considerable number of 
long VU meter, built by Johnny 
for no readily explainable 
reason. Wook builds all his own 
radio gear, a task which takes up 
a fair amount of his time, but 
does produce some nice end 
products. This has sparked off 
many rows of the "Your 
computer is interfering with my 
| radio'/Your radio is coming 
over my hi-fi' type. |, however, 
am the proud owner of an 
amplifier which annoys Wook's 


jade a 

othere you are, a brief 
insight into our life style. ltmay 
be a trifle unconventional, but 














washing up and who's turn tis 
to make the coffee, it is a great 
| way'to live. In closing | shall 

















| Simon, which in some ways 
savs more than | could if Crash 
gave me 50 jest (Think about 
tOraeme, a 5 























radios. Having said that, Wiook mag!). 
has recently swiped it on the | 
pretext of curing the problem. | “Hook upon Des gn-Design asa 





have been awaiting ft's return viabie commune' - S. Brattel. 














The Wookis, currently in possession of the Design Design 
communal beard, uses it to polish a Pool Cue. No strangers 
to sport and exercise these lads.... 
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aside from the-odd dispute over 


lgave you with a quotation from 


CTACLE in your 








PLANNING OUR FUTURE... 


| On the top floor of an Insurance 
company office in South- 
jampton, Rod Cousens is 


planning our future. As the ex-| 


| Managing Director of top soft- 
ware house Quicksilva, and the 
brains behind Soft Mio, the 
industry's bid to help the 
starving in Ethiopia, he is well 
| qualified to do so, some might 
argue. After a period of exile', 
as he puts it, Cousens is allsetto 
launch a new software house, 
intended to take over where he 
left off at Quicksilva. 


| AN Ilsaeivipipie 






| Rod Cousens didn't become 
involved with micros until 1981, 
when he was introduced to Nick 
Lambert and John Hollis, 
Quicksilva's original founders: 

| The firm grew steadily and was 

| responsible for a series of 


Innovations — including the use | 


'ofvarious 'labels' (such as 
| Pixel), and the taunch ofa 
separate 
house, Software Studios. 

The Game Lords clubwas the 
brainchild of 


dreamt up the fantasy world of 
The Faluvian Empire as a 
backdrop for many of the firm's 
james. In conjunetion with Bug 
yte, Quicksilva organised the 
Quick-Byte spoof award 
| ceremony, at which Clives — 
busts of Sir Clive Sinclair, like 
the Oscars in another industry — 
were forced upon infamous 
industry figures. 

These ideas weren't wholly 
original, but they were al| new'to 
the software industry when they 
arrived, and demonstrated a 
professionalism and definite 
direction which most other 
software houses lacked. “At that 
time, with the greatest respectto 
alithe other companies, things 
rather happened by accident — 
by luck, rather than judgement', 
said Cousens. 

Sadly, much of the pioneering 
firms identity was submerged 
when Quicksilva was bought by 
Argus, part of the massive BET 
group, last year. Cousens 
explained that the Argus deal 
came when the original 
 founders of Quicksilva decided 
they'd had enough: “the 
structure of the industry was 
stifling their creativity — th 
wanted a complete break”. After 
a spell in the West Indies, 
Lambert and Hollis now live in 
the Channel Islands. 

Rod Cousens left Quicksilva a 
while later, when Argus decided 
to move the firm to their London 
offices from Southampton. He 
attributes the lacklustre 
performance ofthe firm since 
the takeover to the trauma of 

eight months of negotiation. In 
view of'the crisis that has 
overtaken the micro industry 
over the past year, we asked ifhe 
had sold out at the night 
| moment: *... itmay be vigwed 







programming hot- | 


| Loonie-in- | 
| residence, Mark Evles, who also | 





Set ein 


likethat in some quarters — but | 
don't necessarily subscribe to 
that view”, came the reply. 


SOFT AID 


Atthe beginning of 1985 Rod 
Cousens came up with the idea 
for the Soft Ard compilationtape 
to raise money for starving 
people. lronicalhy, the idea came 
at the Quick-Byte dinner at the 
London Hilton, when trade 
magazine editor Greg Ingham 
asked the industry to raise 
money for Ethiopia. “Like 
evervone else, | couldn't fail to 
be affected by the television 
coverage of the famine. It 
seemed to me that the software 
industry should be in a position, 
as itprojects high technology, to 
assist [hird World countries. 

“ttwas a lot ofwork, but it 
wasn't difficult, in that the 
software houses involved were 
willing to participate from the 
outset. But rt's not just the 
software houses — authors, 
duplicators, artists and 
distributors all have to be 
persuaded to work for nothing 
orat cost. That's asking a lot 
from companies, especially in 
these times. 

The cover of the cassette, 
which depicts a starving person, 
has attracted some criticism, but 
Cousens is unrepentant about 
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the picture. What is happening 
inEthiopia is very emotive and 
very harrowing — | think it 


| would be wrong to do anything 


else other than to promote that 
on the intay — that's the point 
we are putlina over. 

The tape, for the C64 and 
Spectrum, was originally 


| intended to raise €100,000 for 
| the appeal. In fact, ithas 


dominated the charts all 
summer, and over E350,000 nas 
been passed onto Bob Geldorf's 
Band Aid Trust. 'The results of 
Soft Aid have surprised 
Everyone — not least Bob 
Geldort. lt's-a total credit to both 
the software industry and 
software buvers. ltwould be 
nice ifwe could dosomething — 
perhaps an Amstrad and a B 
version — to ensure we reach 
half a million pounds.' 


SOFTWARE POPS 


Band Aid is not the only point in 
common between the software 
and music industries. Software 
is subject to its own fashions 







| and hype: it has its own stars, 


and its own subculture. 

At one point itwas even 
reported that Rod Cousens was 
to become a Pop Star! “| was 


| flattered — If someone wants to 


write a hit record for me then, if 
t's profitable, [l contemplate 








it. The story probably stemmed 
from a bizarre Quicksilva launch 


| hosted by Radio One DJ Anne 


Nightingale, at which a piece of 
music entitled The Game Lords 
was premiered. don't think my 
voice 15 that acceptable”, Rod 
admitted. 

lLasked him ifit was fair to 
compare music and game 
publishing. 'In certain quarters, 
certainly, The software industry 
has now taken on charts, which 
do have an effect on the 
consumer, whatever their 
shortcomings.'ltwas telling to 
hear him speak of the charts 
leading the buvers, rather than 
vice versa. 

“The software industry is fast 


| becoming a “hits” industry in 


terms of commercial attitudes”, 
he added, Untortunatety, | dont 
think authors can ever achieve 
the same status that recording 
artists can. There are other 


| differences. Obviously one is 


volume — we do notachieve the 
same volume as the record 
industry, although there-was a 
time when il was considered 
that we might do so, certainly in 
terms of cassette sales.' 

Mr Cousens dismissed the 
present mood of doom and 
despondency as 'mostly 
speculation — the novelty 
appeal has worm off, butit's still 
an exciting, innovative 
industry," He predicted that 

games sales would continue to 
ominate the market. 'People 
have suggested that we oughtto 
look more to educational 
software, to applications and 


| | utilítios, Dut the sales levels 
software houses are seeking 
cannot be realised in those 

| markets.' 


ELECTRIC DREAMS 





His new firm may well surfaçe 


under the name Electric Dreams | 
at the Personal Computer World | 


Show this month, Programs will 

be chosen for release by Paul 

Cooper, formerly Quicksilva's 

Software Editor — as Rod 

po nosticated, Paul sat in the 
ackground, chorting his way 


| through a copy ofthe August 


issue Of CRASH. In view of his 
past contacts, itwould hardly be 
surprising if a few famous 
names from Quicksilva made 
their mark on the new label. lt's 


| been twelve months since the 
| lastprogram from Ant Attack 


author, Sandy White, hit the 
streets for example. ... 

Rod Cousens is enthusiastic 
about the future ofthe software 
industry: he is convinced that 
there is as much potential 
variety in entertainment 
software as in music. Future 
hardware developments will 
make a contribution, but 
existing computers are far from 
played out." Pioneering 


| programmers will come up with 
| the next form of entertainment. 


We're at the tip of the iceberg as 
to what we may achieve in ideas 
and designs. 
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Here's a bit of fun for everyone, and at the sametime you 
can help Mikro-Gen with a few facts. ... 


HOW MUCH OF A WALLY 


ARE YOU? 


When Mikro-Gen released the 
first Wally Week game, Auto- 
mania, they reckoned they had a 
game and à useful hero, 
uí no one reckoned with Wally 
spawning a whole series of 
mes and an entire family to 
tt Pyjamarama and Every- 
one's a Wally were huge hits and 
still have a massive following, 
the combination of cartoon 
graphics, multiple locations, 
games within games and 
adventure-like puzzles to solve, 
proved immensely popular and 
e ao 

Mikro-Gen plan to expand the 
range of characters around 
Wally Week and use all sorts of 
different scenarios to create 
new games, but with Heorber's 
Dummy Run they feel they hit a 
e Mod our sister magazine, 
ZEAP's, review. We reckoned it 
was a Smash, the fourth in'the 
string, but the reviewers in 

"| said othenwise, and while 
still liking it, felt that it was too 
similarto the previous games to 
be that good. 

Mikro-Gen, being a sensible 
company who like to know 
what's going on, are naturally 
concemed that two magazines 
published by the same company 
should say such different things 
about the same game (both 
Spectrum and 64 versions being 
as identical as it is possible to 
be). At CRASH we are also con-, 
cerned at the difference 
between the views — and 
curious. Reviewers are human 
(believe it or not) and can make 
mistakes or misjudgements, 


Please tick or delete when 
appropriate 


1. Which of the games do you 


Q 


e im ir e SS a 





and of course personal prefer- 
ences do come into it, even with 
three people's opinions being 
used, So we decided to ask you, 
the readers, some simple quest- 
tons to help us all out and we 
would be grateful if you would 
fillthese in and send the forms 
back to us at CRASH We'll let 
you know the results of the 
Ruan nnaira as soon as poss- 
ible. 


There's a small 'bribe' in- 
volved too — not to get you in 
favour of Wally f you're not, but 
to persuade as many of you as 
possible to send back the forms! 
Without looking at your 
answers [1] we'll draw 3 forms 
out of the bag on the closing 
date and those readers willeach 
receive a CRASH T-shirt and a 
CRASH cap. 


qm 


2. Generally, do you think the 
Wally Week qames are 


Excellent / good / average / 
poor /terrible? 
























4. Do you think the Wally Week 
“formula” is getting... 


better each game / 
much the same / 
getting stale? 





6.Doyouthinkeachof'the 
gang” should have their “own' 
game as Herbert has done? 


ves /no 


own? 3. How do you rate the 4 games 
out of 107? 5. How much are you looking 7. Do you think the puzzles to be 

Automania forward to the next 'Wally' solved should be... 
Pyijamarama Autormania game... 2 
Everyone's a Wally Pyjamarama easier / 
Herbert's Dummy Run Everyone's a Wally a lot / moderately / harder or more of them / 
None of them Herbert's Dummy Run not at all? less of them? 

asilo EAN Rear E Op ooo DR AU O O CANA TONS RS rd ANN q + MO B. Are there any ideas you would like to see incorporated into the 

PA! | PE PO paço EO E e SS e O games that you haven't seen yet? 
E o SA a DP AN PAES e NR RR 
Age ,..... 


Himy form is drawn for a prize, my T-shirt size is 5/M/L 


The questionnaire forms mustbe received by 26th September and 
will be drawr on that date for the prize winners. 


Fill out the form and senditto: 


WALLY QUESTIONS, CRASH, PO BOX 10, 
LUDLOW, SHROPSHIRE SY8 1DB 


ese mes, om ur um ii ii o it o e a o o io o SS SS q 
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ese days, my favourite 
things are in bits...” 


WITCH'S CAULDRON EVERYONE'S A WALLY HERBERT'S DUMMY RUN 
Hilarious Graphic adventure in which you Istever multi role arcade adventure. Help Baby Herbert has lost his mum and dad in 
must regain your human form. Wally and his gana to stop the town falling the department store. Car you find them 
“General rating: An excellent and origiral apart. E for him? There's a pile of jelhy babies in it df 
atuenture. Ouerall value: 10/10" - Crash “The araphos are excellent - GRAPHICS 10 gou can. 

- PLAY ABILITY 10" - Computer & Video “General rating more of the same excellent 
Games. atu”, Querall ratmg; 90% « Crash. 
48K SPECTRUM & COMMODORE 64 48H SPECTRUM, COMMODORE 64 & 48K SPECTRUM & COMMODORE 64 
£9.95 AMSTRAD CPC 464 £E9.95 
E9.95 


Future Releases include: GLADIATOR, SHADOW OF THE UNICORN and BATTLE OF THE PLANETS. Watch Press for details. 


——— UNO» Bad 


44 The Broadway 
Brackneill, Berks. 
0344 427317 








YOU COULDI 
£30 WORT 
ARGUS PRESS 
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And If you're 
already a 
subscriber, don't 
despair... 


Ho vou are a smart cookie 
already subsernbing to CHASH, 
dont be sad — you needn'tmiss 
out om this wbizzo olHer 
completely. You can take partin 
this oHer, providing you use the 
coupon on these pages and 
quote your subscriber number 

Make your choice of games 
according to the MHules of 
Choosing, am] send Auntie 
Aguie in mail order à cheque or 
postal order for £5.00, and she 
whizz your games to you 

Cant be fairer than that, cam 
ve! 
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DEAR AGGIE 


l've read the Rules of Choosing very carefully, and fully understand | 
can have either two games from Group A, OR one game from Group 
A and two games from Group B, OR four games from Group B. 
(Don't try and cheat, or we'll just have to pass your coupon on to 
the Ludlow Mafia so they can come round and sort you out. Be 
warmed! Cider crazed mafiosi are a force to be reckoned with.) 


Res; r — 


American Football | Alien 
Give My Regards to Broad Street 
Battle of the Buige 


Fred 
Fantastic Voyage 


Mighty Magus 
Ant Attack 
Bugaboo 


Circle the games you want on the coupon and enclose a cheque or 
postal order for £14.50 made payable to CRASH. Don't send any 
coins — the Post Office charges us money to receive them, and we'll 
etvery cross with you indeed and won't send you your free games. 
our 'phone number would help, if you have one, just in case of 
problems. 


Zombie Zombie 
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incorrecta... 


CRASH MAGAZINE 
PO Box 10, LUDLOW, Shropshire SY8 1DB 
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LEG! 
impressive with its silver blocked 

CRASH logo and dark blue finish, 

LS also sirong enough to hold a 

vear's supply pt CRASH away 

Build yourself the most comprehensive manual on Spectrum rom your triends! And it's only 
software ever seen! Save your issues of CRASH month by month, £4.50 including postage and VAT! 

and turn them into the hard cover with the fattening soft centre! 
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IF YOU WANT TO GET AHEAD, 
GE TA HA F! =” CRASH Hat.--: 


sure! 
BUT: make The delightiully designed, tailor made Unisex CRASH 
Hat is the ideal headgear for almost every occasion. 
H's as good at keeping the sun out of your eyes as is 
at keeping your dome dry in a shower. 










ONE SIZE FITS ALL WITH EXTREME SNUGNESS |!!! E3.95 DOWN AND NO MORE TO PANE 


One size snugly fits all ressonable heads by virtus of spo for the Inclusive price of E3,95. Clip the 
io e “adjustowhotsit” device Hitted to each , send a cheque or postal order for that amount 
of headwar. Available in a completa range of SH mail order, and'there's no more to pay! Your 
rn ENC EN GUNS, the CRASH Hat has DorE aih bo asa aior dios Iv Gr Mntulbnge ia 
ca as soon as is minionalh possible. 


“YES PLEASE! ICAN'T BE SEEN IN THE STREET 
WITHOUT MY CRASH HAT., 


Please rush me... CRASH Hats at £3.95 each, lenclose 
a cheque or postal order made payable to CRASH 
MICRO for ..... «.««iNo cash, folks). 

Gimme my HAT NOW. 


RE eps O aaa ea Ar re Sa A pi 


Address 


Post code 
| CRASHMICRO PO Box 10, Ludlow, piada 5Y8 1DB 








MISS ME? 


Sorry if you did... 





 REEK! | MISSED ISSUE 19! 


recall sil unsoid Cop es from the retailors in order to A | missed out on Issue 19, the August CRASH, and would 


dibution could taka piece. This was duly done. but in like you to rush me one straightaway. | therefore enclose 
best es fas ima ita soon ru a cheque or postal order made payable to CRASH MICRO for £1. 
claro missed out and DO We noi stochest | Send me Issue 19 NOW — | can't wait any longer... 

trimmed copies, which lack the offending four pages 


corpo yo eee, eme vp om e ar É Name 
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Those were 123 to 126 
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catch u tc nad oi po 
its last minute diet, issue 19 is still 126 pages ru ema 
tm gba reviews, profiles and tips 'n h E 
y. How can cano rosist the pn old sm | 

+ up on what you missed ai 
Pl edson ta Ba teme to see to, Post code 
vou want = rush of qr tha coupon below together with & SEND COUPON ISSUE 19 ORDER 

| cheque or postal order for and | ri 

ai ção o Po poem IN ITS VERY OWN BACKNUMBERS DEPT 
ar CRASH bes, magazines forthesendingoftin Em ENVELOPE DIRECT TO: | PO Box 10, Ludiow, Shropshire SY8 1DB J 
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METABOLIS 


Producer: Gremlin 
| Graphics 
Memory required: 48K 
Retail price: £6.95 
Language: machine code 
Author: Chris Kerry 





Metabolis features a rather 
fierce and brave bird, both on 
the loading screen and on the 
inlay. The character within the 
game is a creature of different 
stuff, it's something more akin 
to a little Finch, all sweet and 
cuddly. 

The story has it that the invad- 


little creatures. You have been 
(from a bird brained man?) by 


to destroy these evil beings. 
First of all you must recover a 
serum that will restore you to 


who will cure your heart, weak- 
ened by the transformation, and 


destruction of these despicable 
beings can onhy be brought on 
by a nuclear explosion — so find 
nucigar fuel pods, take them to 
rd room and run/fly like 
| hell. 

“The game area consists of a 
highly complex maze, about 150 
screens large. Às you fly around 
“the maze you meet a variety of 
different creatures most of 
whom are pretty harmless. 
Some, like the starfish will killon 
contact. lf you have an encount- 
er with à Kremin your energy 
will be sapped so it's best to stay 
out of reach: that calls for some 
agility. Beware of the many 
“traps, like the one ton weight 
which will flatten, but not kill 
vou. Your heart 5 a constant 
source of trouble and you will 
“die unless you can keep yourself 
topped up with the angina pills, 
As Eiead energy is sapped by the 
evil invaders a picture of a little 
bird gradually turns into a skel- 
eton as you weaken. To reverse 
the trend you must find food and 
grow fat again. À little red heart 
will begin to flash when the 
strain is becoming too much — 
hurry and find some more pills 
before it's too late. Don't despair 
it's not all bad news, you do 
have a weapon — a boomerang 
— if you can find it. 





found it very entertaining and 
addictive. The movement of the 
character takes a little 
used to. Unfortunately the 
sound is not very 9 — Pt 
could have been a lot better. The 
aphics are well up to the 
remiin standard, as smooth as 
ever. Maze and mapping freaks 
shouldn't pass this over. 
O “The animation of the main 


ing Kremins have transformed | 
the human race into a variety of | 


turned into a man brained bird | 
these evil aliens. kt is your duty | 


vour natural self, find the wizard | 


then destroy the Kremins. The | 


& This is a very original game. | | 


etting | 





character is fantastic: when he 
fes it's just great Somewhere 


inthe maze you willcome across | d 
aoneton weight the birobloke | d 


gets hit by it he geis flattened 


and has to walk around with a | | 
body, untilhe | 


very odd shaped 
later filis out, but he still marn- 


ages a grin meantime. Fhereisa | 


wealth of original design in this 


game, and some oftheareasare | 


very altractive indeed. A highly 
addictrve game that promises to 
be a lot of fun. 

O “| have been a little slow to 
appreciate this game. At first 
sight it looked very ordinary. 
wasn't long before | realised 
what à apa 4 game this is. The 
bird is superb, the rooms within 
the maze are fantastic, one gen- 
uinely can't wait to see what's 
round the next corner. Meta- 
bolis should provide hours of 
fun for the cartographers. This 
isn't going to be an easy gameto 
solve, mostly because it's ali too 


aasy to make a mistake but, hav- | 


ing said that, ft is pure fun with 
only a touch of frustration. My 
only ij pb rd was with 
the sound. Search this one out.” 


COMMENTS 


Control keys: Q/W left/right, O 

for up and K to fire 

K nto e Va çdo or Sinclair 
board play: 9 

Use of colour: wide and varied, 

carefully used 

Graphics: not state of the art, but 

very attractive 

Sound: poor 

Skill levels: one 

Lives: one, but can be extended 

Screens: 150 

General rating: an excellent all 

round game, great fun to 

explore 






Use of computer 70% 
Graphics 86% 
Playability 90% 
Getting started 15% 
Addictive qualities 91% 
Value for money 87% 
Overall 87% 
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The bird-man of METABOLIS, as he appears on the loading 
screen, and during gameplay. Icarus? Schmicarus! Fhis 
boy's wings aren't stuck on mlth max! 





Producer: Domark 
Memory required: 48K 
Retail price: £8.95 
Language: machine code 
Author: Derek Brewster 


It's well over a year since we all 
go! excited Micromega's 
ode Name Mat, a 3D polar 
graphics gp that was virtually 
state-of-the-art at the time and 
was penned by none other than 
our very own Derek who wasn't 
our very own at the time). 
In this new game, once again, 
the survival o! Earth depends on 
ou, Mat, the Intrepid and fear- 
ess space fighter. Again, vou 
are alone in a sophisticated ship, 
Centaurian ll, with two weapons 
systems, plasma bolts (slower) 
and lasers (faster). Unlike CNM 
there is no supporting home 
Tleet to think about. Yourtask Is 
to make sure that the network of 
24 satelltes which provides 
ower to the all important Karil- 
um mines on Vesta are not des- 
troved by the enemy Myon 
forces, leaving Earth to starve, 
The power network consists 
of four power lines, each con- 
taining six satellites, Using un- 
manned craft, the Myons attack 





the satellites attempting to 
break all four power lines by 
destroying at least one satellite 
in gach line. You must hold them 
off for as long as you can — the 
longer vou hold them off the 
more Karillium will be mined. 
The trick is to make sure that at 
least one line is always kept 
open, either by moving un 
damaged satellites into the pos- 
ition of the dead ones or by 
repairing the partially damaged 
satellites, 

Centaurian Il has a number of 
systems; SAFETY prevents you 
melting your wegpons and 
ado you going into hyperspace 
without any shields. An energy 
bar indicates the state of the 
batteries (which are kept topped 
up by the engines, so long as 
they arent damaged). “The 
screen on the left has a number 
of functions. It's a battle com- 
puter, rear view screen, long and 
short range scanner, and a quad 
scanner which will tell vou 
where the enemy is and how 
many satellites have been 


| damaged. On the battle com- 


puter you'll see. the enemy's 
range, and all you have to do is | 
to manoeuvre the ship so the | 
blob appears in the centre. The 
Target computer automaticalhy 
selects the nearest enemy ship. 
Alter a fight, a damage report is 
given and the computer also 
directs repair droids to fix amy 
damaged system, during which 
time the system will be shut 
down. 

Out in space though, learning 
Myon tactics is important. The 


first couple of waves tend to 


home in on you. Between each 
wave there is some time to 
repair damage inflicted on your 
ship or the satellites. Then after 
the first two attacks, the follow 
ing ones are directed at the 
satellites and that means a lot of 
warping back and forth. 

Good luck Mat, we at CRASH 
are counting on you. 


CRITICISM | 





| . “Code Name Mat Il is another 


space shoot em up. 
Although there is a mass of 
instructions supplied with the 
game, a quick read should be 
com h to you in the pie- 
fter all, by now we should 


| allb be familiar with the concepts 


of short and long range scanner, 

le computers and damage 
reports. This game has all of 
that and a little bit more. Of 
course the drawback is having 
to memorise all of the buttons 
needed to make the various 
functions spring to life, but the 
keen will soon leam. The graph- 
ics are adequate but not good 


| enough to make the game bril- 
liant. A long way above 
average. 


O “This is a preity complicated 
game and if took me quite some 
time to master the controls. On 


the whole my effort was mel! 


rewardeo. Code Name Mat Ilhas 
altthe right ingredients. !t needs 
arcade skiiis to defeat the enemy 
in combat, and strategic skills to 
frustrate the enemy's aims. 
Above all it requires a sense of 
adventure to begin in the First 
place. The game brings to life 
some very complex interact- 
ions, and it al! becomes very 


“absorbing — especially when 


vou check for damage and 
notice that the battie computer 


“and the short range scanner are 


on the blink making you virtually 


| blind. Great, ifthis sort of game 





interests you then you must not 
pass it by. 


O 'Inever actually saw CMAT 1º 
so when | carne across this one | 
hadn't a clue how to play it. The 
instructions were a bit muddled 
so they didn't help. playing 
much. Em sure | would have got 
the hang of playing with all the 
keys after a while but for some 
time | was totally lost, The 
graphics are nothing too special 


| although there were a few nice 
touches here and there. There | 


was a definite lack of sound in 
this game which is a shame as it 
might have made it a little more 
ptayable, but | doubt nt. Gerer- 
ally | wouldn't play this game a 
lot as it is a little too involved for 


me to handle, even though it is 


quite addictive. 


COMMENTS 





| Control keys: 6/7/8/9/0 for left/ 
- right/up/down/fire, 1/2/3 for 


decelerate/accelerate/stop, 4/5 
for cruising speed (30% )/ ul 
speed. There are 14 other vital 
controls 

Joystick: Kempston, Sinclair 2, 
Cursor 

Keyboard play: complicated and 
often fidaly 

Use of colour: good 

Graphics: very effective 


Sound: limited 

Skill levels: 1 

Lives: 1 

General rating: a fast 3D tactical 
space game feltto be well above 
average to good 

Use of computer 78% 
Graphics 81% 
Playability 80% 
Getting started 70% | 
Addictive qualíties 83% 


Value for money 75% 
Overall 81% 


CODENAME MAT 2, created b y DUF VE ry own Adventure 
Reviewer for your delectation and entertainment. 
Remember vrhat they taught you in Space School. 





Part ofthe course in NICK FALDO PLA YS THE OPEN. 
Someone once said that the game of golf is a pleasant walk 
ruined by having to hit a frttie vehite ballwitha stick. There's 


no need to vvalk in this icon driven simulation, and ts not 
three bad either. : 


NICK 
FALDO'S 
OPEN 


Producer: Argus Press 


' Software 


Memory required: 48K 
Retail price: E9.99 
Language: machine code 
Author: Mind Games and 
Concept Software 


Golf certainly seems to be gain- 
ing in popularity these days, at 


| least in the silicon f not actually 


on the green. Nick Faldo Plays 
The Open is based entirely on 
the Royal St Georges golf 
course, where the famous 
annual Open Championship 
was hosted for the tenth time 
this century a few weeks ago. 
This simulation brings you all 
the hazards of this very difficuht 
18 hole golf course, and comes 
with a guide to the St. Georges 


| course giving a detailed map of 
| each hole, together with hints 


and tips (but no pokes). 

One of the drawbacks with 
of ga mes has always been tel- 
ing the computer just what it is 

that vou want to do. This game 
tackles that problem with icons. 
The screen is split into two: the 
upper half gves a bird's eye 
vigw Of vour balls position on 
the course, while the lower half 
5 divided up into seven more 
sections, four Of which allow 


| youto input information. 


ÚÔnce you've selected the hole 


vou want to play, vou are told | 


the distance between the hole 
and the tee, the par for that hole, 
the number of strokes you've 
played on that hole, and the total 
number of shots taken for the 
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contest so far. 

Underneath the hole number 
there are two white triangles, 
one pointing up the other point- 
ing down, fo select a hole 
number, move the little hand 
over a triangle: pressing the fire 
button increments or decre- 
ments the hole number, depen- 
ding on which triangle you've 
selected, The strength bar indic- 
ates the amount of thump you 
intend to give the ball, and this is 
adjusted the same way. Select- 
ing the angle of shot is equalhy 
as cunning — you move a little 
ball around the perimeter of the 
circte. When you play the stroke, 
the Ball wvill fly off in the dir- 
ection given by the imaginary 
line drawn through the centre of 
the circle and the ball on its 
perimeter. 

selecting a club is simply a 
matter of moving the list of 
available clubs until the one you 
want appears in the window, 
Before you make your shot you 
might just like to check where 
the hole is im relation to the tee, 
and this can be done by moving 
the hand over the map change 
icon. The map remains visible 


while you hold down fire. A. 


moving bar graph indicates 


| wind strength, while wind dir- 


ectonis shown by an arrow, 
When vou've decided how to 
play vour shot, moving the 
cursor over to the inte picture in 
the bottom centre initiates play. 
The plump chap on the left is 
vour caddie, and you are the 
fellow in plus fours. Press fire 
and a speech bubble appears 
from the golfer specifying the 
required club, The caddie replies 
'OK' unless he thinks you are 
making a mistake, in which case 
he asks “are you sure”. Either re- 
think the matter or say 'ves' by 
pressing the fire button again. 
The caddie will then turn and 
Fio you the club ofyour choice. 
our golter then goes through 
the swing and and makes the 
shot — at this point vou can 


113 








| make final adjustments to your 
shot using the joystick. 

Although the caddie appears a 
nice chap, he's quick to make 
snide remarks after you finally 
manage to put the ball away 
ater only 253 shots. All that's 
missing is a 'bash the caddie on 
the head“ icon. 


8 CRITICISM 


Faldo is of course a golf game, 
no waft! this one is different and 
is a significant improvement on 
most golf games. For a start the 
graphics are colourful, smooth 
and fairly detailed. The course is 
shown well on the map. The 
icons make setting up a shot a 
doddle and your stroke can be 
“fine tuned' with a joystick. The 
best golf game to date, but with 
a bit of a price draw back.' 


O This is a very fine golf simu- 
tation. Being anything but a golf 
tan | quite enjoyed this game in 
its own right. The icons ate a 
pleasure touse. My on!y reserv- 
ations concem the ball. In most 
cases it's pretty easy to follow 
but every now and then you 
have to study the screen very 
hard indeed to find where the 
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O “The Open endorsed by Nick | 


ball has got to. | dare say that | 
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most golfers spend a great deal 
of time looking for their balls so 


perhaps this add's to the realism. | 


Homever, this should not be the 
tese witen it comes to the put- 
ing green, where clash caused 
by the ball and the pole obscures 
the bail's position, making that 


all important putt nearly impos- 
sibie. On the whole this isa great | 


simulation and suitable for non 
goifers. 


O I've always enjoyed golf, both 
the real game and as a computer 
simulation. The Spectrum has 


| been rich in such games, some 
| Of them quite good, but no one 
has vet provided us with such a 


fiuent, enjoyable or realistic 
simulation as this one. Even 
non-golf loving players might 
find Nick Faldo a source of fun. 
For the first time, | feel playing 
skill has really been allowed to 
have a direct eHect on the way 
the game develops. And by 


using icons, club selection, 
angle and strength of hit be- 
comes the natural thing it 


should be rather than the more 
usual tedium of countless 
button hitting. This is an excel- 
lent simulation and well worth 
investigating. 


- COMMENTS 


Control keys: definable 
Joystick: any 


| Keyboard play: very good 


Use of colour: average 
Graphics: clever 
Sound: hardly any 


| Skill levels: one 


Lives: N/A 
Screens: N/A 


| General rating: the best golf 


simulation yet 


Use of computer 85% 
Graphics 75% 
Playability 79% 
Getting started 89% 
Addictive qualities 76% 
Value for money 69% 
Overall 83% 


What a corpulent chappie your cadoie is! Must have trained 
in the Jeremy Spencer School of Eating. À polite exchange 
ofclub takes place during NICK FALDO PLAYS THE OPEN. 








RED 
ARROIWS 


Producer: Database 
Software 

Memory required; 48K 
Retail price: £8.95 
Language: machine code 
Author: Database 
Publications 


| There Is now quite a good selec- 
tion of flight simulators avail- 


able for the Spectrum, all of 
varving quality. Most of them 
require you to take off, have a bit 
of a saunter about — perhaps 
over some mountains — and 
then make your way home 
before you run out of gas. Red 
drrows is very much a flight 
simulator, but your main task is 
to fly with the Red Arrows, per- 
forming complex and difficult 
formation displays. 

The Red Arrows perform a 
large range of manoeuvres 
during their displays and this 
game lets you run through four 
of the formations in their reper- 
toire with them. One further 
option allows you to go out on a 
solo flight which gives you the 
opportunity to familiarise your- 
self with both the aircraft's 
controls and its response. 

A training mode allows you to 
thy any of the five options, and 
offers guidance via instructions 
displayed at the top of the 
screen which help you keep ne 
with the rest of the formation. If 
vou find it too difficult to cope 
with all of the controls, the 
computer can be told to take 
care of the steering or the thrust, 
but vou score is adjusted accor- 
dingly when vou “cheat'. The 
ultimate aim of the game is to 
learn to fly well enough to be 
able to take part in any of the 
displays unaded — then-you 


| score according to your perfor- 
| mance. 


From your cockpit you can see 


| the other team members. (Well, 


those directhy.in front and slight- 
ly to port and starboard of you 
anyway.) More often that not, 
this means you get to see a great! 
deal of other aircraft's exhaust 
pone which can be unnerving. 

e cockpit instruments are 
preso standard and include 

rake, flap and undercarriage 
indicators. The all important 
thrust bar is alongside the panel 
housing the altitude, rate of 
ascent and velocity indicators. 
The other large panel is unique 
to this particular game since it 
qua a picture of the shape of 
the current display formation, 
with your position indicated by a 
flashing dot. The same display 
can also show the pattern of the 
current manoeuver. 

Two further panels show the 
degree of roll and angle of climb 
or descent that your aircraft is 
experiencing. During the display 
instructions from Red One will 





| them 


scroll along the bottom line of | 
the screen. It's here that you find 
out what the next formation is 


| and, more importantly, exactly 


when you must change to it. If 
you find yourself out on a limb 
or over another airfield you can 


| return to the formation by press- 


ing a single key but the cost is 
the loss of your score up to that 
point. 

With the manual that comes 
with the game there are details 
of a competition in which vou 
can win a weekend with the Red 
Arrows, and who knows, if you 
get g00d enough at this game 
rhaps they might let you 


fillin for one ofthe pilots. 


| CRITICISM 





& | think the idea of a flight 
simulator based around the 
antics of what must the World's 
most renowned display team is | 
a very sound idea indeed. The 

trouble with a lot of simulators 
Ro dont give | 


is that th 
sã to do (| do not 


you ênou 
include Digital Integration's | 
Fighter Pilot in that class). Sadly, | 
| have to conclude that, on the 
whole, | am not very impressed 
with this game. Fm sure that the 
package could have been put 
together a lot op Log 
THCS are pretty bad. The 
Dickarouna is either blue or 
green, and there are no land- 
marks on the ground even 
during take off. You are given no 
indication, e up from the 
instruments, that you are really 
moving. The view of the other 
aircraft is quite good except, 
when one of them breaks the 
boundary between Earth and 
Sky (blue and green), it appears 
to disintegrate. My last com- 
plaint concems the speed at 
which the program. works, ht 
took me fifty one seconds to do 
a complete barrel roll. At a 
speed of 200 Knots that meant | 
travelled nearly four miles — 
not a very tight performance to 
say the least, The speed is per- 
haps the greatest let down. 
E api ro ço a 
ig ree of manoeuvrability 
for which the Hawk is famed, 
this game may as well be based 
around a microlight display 
team. Generálly disappointing.' | 


O '/ am not very keen on Fight 
simulators. ! find them far too 
annoving and drawn out. The 
Red Arrows is no exception. | 
However its aa grace is the 
ideas around which it is design- 
ed, and at least when you're up 
in the sky you are kept very busy 
indeed. Flying in a formation is 
very difficult, and performing al! 
sorts of aerial stunts makes the 
task almost impossible. | fodnd 
the aircraft very oifficult to 
handle, mosty because if 
responded so baocly. | dare say 
the Might simulator freaks may 
have a little fun with this but | 
would rather leave it alone. 


O “The idea behind this game is 
quite a q00d one, but there was 





The rear vieswof three jor is it four) Red Arrows, in 

| Database 's game of the same name. RED ARROWS that is. 
| Bet they don 'thave 'Caution — Show Dogs in Transit 
stickers in THEIR rear windows. . 





















very lite to hold my interest. | most entértaining bits. is watch- 
When flying ' solo you are faced | ing the little man come down 
by a green and blue screen with | with his parachute after a crash. | 
a few boring dials, and even fly- | am sorry that this latest offering 
ing with the Red Arrows, the | from Database is not as polished 
only. additions” are some red | oras valuable as their last prog- 
shapes that could be planes if | ram, Mini Office. 

your imagination was good 
enough, The actual play is slow 
and uninteresting — when | first 
started | found it difficult to tell 

































prises in store for the player, 
although it's really just a matter 
of patience and stamina.' 


et a good rub. down with 
Braco from. the grateful 
Citizens. 

Of course, there are a number 
of complications that make the 
rebuilding task onerous. First, | 
most of the natural wildiife has a 
pretty bad effect on Talos, drain- 
ing his energy which is meas- 
ured by the shrinking candile on 
the right of the screen, Some 
energy is gained by picking up 
certain types of objects — the 
money bags always seem to do 
Talos a power of good. Most of 
the time he is able to avoid the | 
wildiite or fend it off by liberal | 
use of electric charges. The bull 
sa little bit more of a problem: 
that's immune to Talos' defence 
system so the best advice is stay 


whether the computer was in | Control keys: definable 
control or was. Infactoneofthe | Joystick; works best with 










O “Talos is a sort of maze game. 
To be honest, ! really find it hard 
to say imuch more than that. | 
liked the way the various forms 
of wilolite appeared from the 
blue, and, graphically there are 
some. rather ed ertecis. 
The worms are great. The ponds | 
are really strange and very well 
done — in many respects they 
are the best part of the game. 
Even though making progress in 
the maze |5 determined to some 
extent by the objects you mar- 
age to pick up the white pearí 
wiuch gets you past the white 
gates 15 a prime example! the 





Kempston 
Keyboard play: complex and 
SHOW 
Use of colour: limited to three 
Graphics; could be a lot better 
Sound: none 

| Skill levels: three 
Lives: one 
Screens: N/A 
General rating: a great deal 
more could have been made of 
the idea 
























































Use of computer 15% 







do | well clear, ame isn't that complicateo, 
Graphics 027% During your tour round the BIS Is far from Fa maze advent- 
Playability 48% | maze you will come across a | ure but nevertheless it poses 





Getting started 68% 
Addictive qualíties 50% 
Value for money 39% 
Overall 52% 


wide variety of other hazards, | quite a sff challenge. 
not least being the pools. More 
often that not a bit of Talos can 
| be found at the bottom of some 
deep pool and, since a brass 
hand isnt exactly cut out fór 
swimming, you'll have to find a 
may of getting the bits out, 
Should you find a bit that you 
can't actually fit to the body, 
never fear, you can drop a 
magnet at the place and a | 
compass underneath the candle 
will help guide you back to the 
spot when the time is night. 

About half of the maze is 
barred by a series ofwhite gates. 
The gates remain in place, and 
the secrets that lie behind them 
| | Stay hidden until Talos finds and 
recovers a white pearl. When all 
the gates are open you can fully 
expect to be given the opportun- 
ity to behave like the hero you 
are expected to be .. . and 
maybe you“l get that rubdown 
as a reward! 


CRITICISM. 


e “| found this to be a very 
annovying game, mostly 
io itis ed hardto aee alive 
or a reasonable period of time. | Llk 

The graphics and sound are so | ae a aan ti 
Silversoft it's uncanny. Without | JFapíies ts 
a doubt this is a very straight- | Playability 12% 
Hui oligo and ae Getting started 74% 
ong as you keep your wits | Addictive qualities 60% 
about vou, you shouldn't find it ? 
too dilficult Having said that, Value for money 49% 


there are some pleasant sur- Overall 60% 
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O “This game manages to 
incorporate some fairly good 
ideas, like the magnets, but 
there is still a lot missing. The 
| graphics are quite well done and 
nearly always entertaining, but 
| neither feature justifies the very 
high price tag the game has | 
been given. However, | did have 
quite a lot of fun playing Talos so 
| feel safe in declaring it to be 
above average. 


COMMENTS 


Control keys: Z/X left/right, 
K/'M up down;P to fire and À to 
drop magnet. 

Joystick: cursor, Kempston, 
Sinciair 

Keyboard play: very responsive 
Use of colour: good 

Graphics: average 

Sound: nothing special 

Skill levels: one 

Lives: initially three, more lives 
can be awarded 

Screens: 200 

General rating: nota very 
exciting development. 







































Producer: Silversoft 
Memory required: 48K 
Retail price: £7.95 
Language: machine code 
Author: unknown 
































did just been careless 
enough to loose their Crown of 
Eternity, the batile weary 
English are now looking for a 
hero, to recover the crown from 
the impenetrable vault in which 
it has been locked. You ptay the 
role of Talos, the battle robot. 
However, even after Talos has 
been found the English have still 
got to find the rest of him. Con- 
used? then read on, | 
| At the moment Talos is | vou, so you can become great 
nothing more than a gleaming | again and strut your stuff on the 
brass hand thatwas once partof | crown  rescuing front. Hs 
an equally gleaming battle robot | important that you find the bits 
that had a very bad day and | in the correct order — after all 
ended up scattered across the | there's little point in finding a leg 
countryside. To be exact, poor | unless you have a body to hang 
old Talos has been broken into | itfrom. 
| seven pieces which are spread QÔnce Talos is complete lhe 
over an area of some 200 | next task is to find and enter the 
screens. You are the hand and | vault. Recover the Crown and 
must go forthand find the restof | who knows. .. perhaps you will 


























































































WINNERS WINNERS WINNERS 





HOLIDAY... 


Mah! Footer you. Mo such thing. 


SINCLAIR POCKET TV 
COMP 


Well, some of you read your 
Sinclair Story very closely in- 
deed, and some of vou didn't. 
The first three people whose 
forms were all correct according 
to our judge's opinion had obv- 
iously studied their CRASH back 
issues before posting off their 
competition entries. Three win- 
ners of a Sinclair Pocket TV will 
have their prizipoos winging off 
to them soon. They are: 

Gary Currier, from Kings Norton 
in Birmingham 

Mrs Middleton, from Sheffield 
John Kerslake, from Bath. 


ALIEN 8 MAPPERS 


Not a bad crop of maplets for 
this one — and our new rule dis- 
couraged the more ambitious 
cartographers amongst you 
from sending in maps that could 
easily pass for rolls of carpet, 
There's only so much space in 
the CRASH Towers Map Room 

u know, and [have to have my 
unch in theretoo.... 

David Western and Oli Frey 
put their heads together up in 
ART, ig pai the maps and came 
up with William Qverton as the 


overall winner. His map forms 
the basis of the Alien 8 Map 
which you should find on pages 
62 and 63 in this issue, SO you 
can see for yourself what a neat 
piece of work it is. William will 
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soon have his own Doohickey to 
keep on the mantlepiece, polish 
and generally be proud of. 

| know we sald there'd be five 
consolation prizes of CRASH T 
Shirts to a handful of runners up 
— but David, in a rare kind-heart- 
ed moment, thought there 
should be six. À special mensch 
goes to Dave Gough, who obw- 
toushy ran out of time but was 
well on the way to producing a 
beautifully drawn map which he 
sent to us in an unfinished state. 

The five mainstream runners- 
up and Dave will soon receive a 
form from Auntie Aogle in Mail 
Order, requesting their T Shirt 
sizes — and well be sending 
maps back to people who inc- 
luded return postage very soon. 
Runners up were: Jim Gillon of 
Colchester, Damon Butler of 
ohipley, Jonathan Peel of Hud- 
dersfield end John Kilby of 
Luton as well as the two-man 
team of John Dicks and Simon 
olater. Well done chaps. 


July CRASH Quiz 
Winners 


A newsagent's lot is not a happy 
one, especially when you lot 
descend demanding copies of 
the latest issue of the magazine. 
Our Spot The Difference on that 
very theme provided Hilary 
Brown of Cowes, Glenn Farrow 
of Plympton, Devon and Neil 
Love from Telford with the 
opportunity to pick up sofware 
of their choice to the value off25 
anda CRASHT Shirt. 

Three more Quizzers will have 
a T Shirt, but sadly no software. 
They are: P Simpson of Shrew- 
ton, T Donelly of Bedford and K 
Bilbey who lives near Kings 
Lynn. Angle Babes will be in 
touch with all six of you soon — 
and maybe will have been super 
efficient and written to you while 
this was being printed. 


ICON DRIVEN RESULTS. . 


With Oli's help, we were able to 
bring you an icon-driven comp- 
etition for Shadowfire in the July 
issue. The onhy thing Oli left out 
of the cartoon strip was the 
Ludiow Space Port Warden — 
and if he was a direct descend- 
ant of the 20th century version, 
it's probably as well. You can get 
had up for drawing frightening 
pictures, you know. ... 

Enough of the speculation, 
however. Here's the list of win- 
ners. signed copies of Shadow 
ane and T Shirts on their way 
olks. 


Gorgenyi  Balars Budapest 
HUNGARY; P Barratt, Queen St, 
Rotherham S65 258; HM 
Brookes, Northwich, CWVO9 BPF: S 
Cooksey, Lizard Plymouth, PL& 
6HB; H Davies, Omar Rd, CV2 
BJX: G Davies, St Issells Ave, 
SAB! 1JX: M Evans, Holcombe 
Rd, B11 3PR; G Farrow, Cherry 
Park, PL7 3PF; € Groves, East- 
way, Y0113LS; S Houston, Guy- 
wood Lane, SK6 4AN; P Jenkins, 
Lonisa, CF4 GEE: Scott Jones, 
Green How Park, LS29 7FLZ: 
Chris Lewis, Oakhill Road, 
KT212J6; S Me Laven, Highfield 
Road West, NG2 6GDR: T 
O'Malley, Riverdale Court, Ma 
3HWy; K Pridmore, Saffrondale, 
Yorkshire; Paul Shannon,5 
Moyola Park, BT36 BER; L 
Singleton, Windmill Rise, DE55 
LH; K Smith, Wythes Lane, 
PE21 9RY; Mark Spencer, Coal- 
brooks Ave, 513 9XR; 5 Steph- 
enson, Heugh Road, NE66 3TJ; 
Faul Stevenson, Honeybourne, 
CM23 4EF; L Stock, Brederod- 
estraat 91, Zandvoorn, Holland; 
N Talbot, All Saints Rd, B61 
OAG: K Walthall, Lawrence St, 
DES BTT. 





ON THE RUN COMP 


What a task we set you! And 
how well vou responded. By 
your humble minion's reckon- 
ing, the total number of words 
sent in for the Des-Des word- 
making competition, as added 
together by Llovd's abacus, ex- 
ceeded TWO MILLION! Esek. | 
wonder how many biros that 
comes to? 

Anyway, outright winner by a 
fai clear margin was lan 
Buttle, who descri himself as 
a “devoted, if somewhat eve- 
strained CRASH reader” in his 
covering letter. Expect the 

ign Design loonies to be in 
touch with you soon, bearing a 
table top Pac Man machine. 


A COMPETITION MINION'S 


And, of course, not forgetting 
the runners vp, who each 
receive a copy of On the Run for 
the Spectrum. Well done all, 
(Well maybe all, bar the three 
wallies who sent in entries con- 
taining Nine Words!) 


David Al-Daini, Green Lane, CV3 
BEB; Colm Andrew, Besthill 
Cottages, Hyde; Derrick Austin, 


Calf Close, 3 8NS; Nicholas 
Barnes, Semley House, SWITW 
90); K Bates, Hawkridge 


Gardens, NG3 1LJ: David Bates, 
Willow Road, B91 1UE; Alan 
Bennett, Benham Hill, RG13 
3HL; K Bostok, Highfield Drive, 
CH7 2AL; lan Bowater, Stokesay 
Close, B69 1XG; Philip Brewer, 
Little Sutton Lane, B75 ESW; 
Amanda Browne, Bassenhally 
Road, PE? 1RN; Jason Busby, 
Greenwood Drive, E4 9HL; € 
Campbell, Greenwood Drive, 
681 2RE; M Clayton, Riverside 
Park,  L521  2RW, Ross 
Colquhoun, Monzievaird Crieff, 
PH7Z 4JR; Simon Da Silva, 
shepherd Maze, LU7 SBD; 
tipo do Dovey, Warren Road, 
09 1XB; J Durrant, Westwood 
Avenue, NR339RL; Richard Earl, 
Holyoake Avenue, WF17 7HB; 
David Edwards, Riverdale Court, 
Má 3HM, John Firth, Ritchie 
Road, BAZ2 BSH; Daniel Fox- 
man, Minster Road, NW2 35H: 
Robert Graham, Rothenwick 
Road, NWWTI 7DG; David Green- 
wood, Fieldhead Ave, BLS 2LX; 
D A Gunn, Farm Way, KT4 BRZ; 
Chris Hawkins, Blenheim Road, 
LN4 4TX; Jamie Hodgkiss, 
Cumberland Road, WV14 6LT; 
Mike Hollins, Cruttenden Road, 
SK2 7NEB; Elloit Jenkins, Station 
Road, NG34 0RB: Matthew 
Johns, Lyndhurst Road, EN3 
EFD: Bily Kennedy, Wansbeck 
St, M32 8PZ; Jonathan Leach, 
Barton Paddocks, EX10 04D; G 
R Mansfield, George Street, 
HU18 50OP; Les Marwick, Need- 
wood Road, MK41 OPL; Fergus 
McCann,  Sycamore Road, 
IRELAND; G D Neville, St Pauls- 
wood Hill, BR5 252; Manual 
Puro, Everett Road, M20 9DZ: A 
Schofield, Springbank, TN3 
BAN; A & D Seymour, Tywarn- 
havle Road, TR ODX: Paul 
Sheppard, Alstone Lane, GL51 
BEJA; J Singh, Manor Road, 
Shropshire; David Smith, 
Sherwood Avenue, AL4 9PH; 
Simon Taylor, Bramshaw Rise, 
KT3 5JU; Giles Taylor, Hartle- 
bury Way, GL52 6YB; Jason 
Underhill, Foxgrove Avenue, 
BR3 2BA; Harvey Walsh, Helena 
otreet; Walters, Windley Cres- 
cent, DE3 1BZ; James Ward, 
Keates Est, N16 7AD; Alex Wat- 
kinson, Linkwood Crescent, 615 
TER; Andrew Wigman, 
Amethyst Road, BH23 3EA. 











WINNERS WINNERS WINNERS 


BIFF! BANG! WALLOP! 





The results of the FRANK BRUNO Boxing competition from the July Issue, plus some tips on 


playing the game... 


HA! At last your humble comp- 

propos mare ir 
ning a editorial spot fo 
himself in the mz ne. Not 
only have | been allowed to print 
some winning artist's creations, 
but also | to been tida the 

rtunity to upstage t 
 fiend Robin Candy by 
ing a few tips and hints on 
how to fight your way to the top 
in dada runo without cheat- 
Na: 
First off, you have to enter the 
ring against the Canadian 
-He's a fairly easy 

match, to get you started off — 
as long as you remember the 
great lummock hasn't got that 
many brain cells. With some 
quick feinting you can land lots 
ofpunches home, fairand 
square, f you aim a blow to his 
(its?) head, up comes Crusher's 
guard. Get a body blow in quick 
-— he'li then drop his guard, so 
go, 90, 99, biff his head. 

He's a gorilla all round, with a 
haymaker of a Fido uppercut — 
a nasty clout if ithits home, but 
you can anticipate it and take 
evasive action very effectively 
with a bit of practice. Monkey 
Man will try and crush you in a 
bear hug whenever you knock 
him down — so be ready to 
duck. ... 

Fast and furious, is Fling Long 
Chop your next Spponeiit A, 
neat mover this chap, who 
dó be all round the shop 
ing your blow to the head 

and blocking rather well. Notthe 
gasy target offered by old 
Crusher, Fling needs to be over- 
come with a veritable barrage of 
blows. Keep biffing at him, and 

ou'll start to get some goodies 
nome. 
- Hling's only tricky manoeuver 
is his head kick — something to 
do with his martial arts training, 
one supposes. When this Orient- 
al"Orror is aboutto kick yourear, 
he goes down onto his left knee. 
See him do that, duck quick and 
he's unlikely to inflict much 
damage to your cranium. 


A bit ofa nutter, is Andra 
Puncheredov, quite literally. 
Watch his head, and if you see it 
going back he's aboutto drop 
the nut with all the panache of 
Yosser Hughes. Duck quick, or 
vou'l| be in the soup. 

When it comes to sticking one 
on him, you ve gotto be pretty 
quick. The calibre of a appdrcdo Is 
improving dramatically at'this 
stage on your purmey towards 
the title, and Andra's good. 
You're going to start getting hurt 
from here on in, kiddo. You can 
give him a hard time by throw» 
ing right jabs at him like a 
maniac — he'll dodge most of 







them. Keep the pressure on, and 
look out for the moment when 
he tries get outof the rain of 
blows you're pouring down by 
dodging to the right, Get a left 
head punch in the moment he 
5, and you should start to 
get the upper hand. 


Anyway, that's enough tiplets 
to get started — on with the 
results. Who knows, f you write 
your Minion a bit of fan mail, he 
might get some space next 
issue to pass on some more 
Bruno tips... anyway. On with 
the results. 

Outright champion in the 
comp is Alan Mears, of Hood 
Court, NN17 2RH who produced 
not just a pict com 
joio dossier.on his fighter 


Alan, dd mp have doi genti “4 
copy of the game and a spe: 
engraved trophy. Stephen 
Graham, of Green Lane CAZ 70B 
and Fraser Watson, Whirlow- 
dale Road, 511 9NH came sec- 
ond equal, as they used to say in 
your Minion's school Q 

| ht lad you know). 


ser's 'Punchhag' was 
striking a blow for the liberation 
of punchbags throu tthe 
world, and the sentiments 
touched my minion-heart! 
done. And 'The Lean, 

Green, Fighting Machine” in the 
form of “Ollie Octopus' from 
Steve Graham was just so cute. 
A Les ins iadpr 
ofthe game for you two, an” all. 

The volume and standard of 
entries nas se good for a 
competition, iiwas a very 
task indeed whittling down the 
entries to winners, but after 
buming a couple of gallons of 
Midnight Oil, we managed to do 
it. Here's the list of runners-up, 


who all win a copy of Frank 





A complete dossier on the Mafia's favourite fighter was supplied by Alan 
Mears. BABYFACE — dontaya beat him, or we send da boys round. ... 





The PUNCHEBAG Strikas Back. Noat idea, nicaly axecuted by Fraser Watson 
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CHANGES IN VOTING FOR 


THE CRASH CHARTS 





“PHONEAN HOTLINE DISCONTINUED 


he for the CRASH Hotline and Adventure Chart can no longer be 
caps À phone — too many rude phone calls upset the neighbours! 
on't despair, you can still cast your vote for the two CRASH 
Pra so long as you do it by post and use the coupons below (or a 
photocopy). Each month we'll still be drawing five lucky prize- 
winners out of the Hotline Vote Bag, and five more winners will 
come out of the Adventure Chart Cask. First coupon out for both 
charts wins £40 of software and a CRASH T-Shirt with four runners 
em each sack of mail collecting a T-Shirt and a super dooper 

C Hat. 


HOTLINE VOTING - Your Favourite Five 
ht's as simple as ABC(DE)! All you have to do is list your favourite 


five programs, in descending order, nextto the little numbers on the 
coupon and whizz it off to us. 





ADVENTURE CHART WRITE-IN COUPON 


Piease use block capitals and write clearly! 


| 

| 

| Name ......c... Da ERR ei LS TO ATE SR NA Ar 
| Address ..... a a E O US cn aaa E ar a ESA E 
| 

| EVA e a À eds rd ed dean, e pad ii pç ur pn 
| postcode 

| 

| Send your couponto: CRASH ADVENTURE TRAIL, PO BOX 10, 

| LUDLOW, SHROPSHIRE SY8 1DB 

| 

EE ps Ev gs it si Ciao e A 


CRASH HOTLINE WRITE IN COUPON 


Please use block capitals and write clearly! 


LEIRIA RIR 


land EE rEiiõoimimomomom mod LR] 


Postcode 


| Send your coupon to; CRASH HOTLINE, PÔ BOX 10, 


| LUDLOW, SHROPSHIRE SYB 1DB 
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ADVENTURE CHART VOTING 


After much deliberation, we've decided to limit the number of 
games you can vote for on the Adventure Chart to five. No longer 
can you keep on voting for as many games as you like Jor can think 
of). t's five adventure games onhy now, folks. You still need to give 
each game you vote for a mark out of ten, however, so we can apply 
a cunningly derived mathematical formula to everyone's votes and 
come up with the final ranking. Quite simple really, for you not for 
us. 


DONT FORGET 


The telephone number for the Hotline Phone-ln has been dis- 
continued, so dont waste your time and money trying to ring in 
Hotline or Adventure Chart votes. Postal votes only chaps and 
Et pç on the coupons to PO Box 10, Ludiow, Shropshire, SY8 

H you want to save money you can pop the coupons in the 
ao TPLE ENTRY. às your competition entries — so long as you mark it 






































Get Voting.. 
= da e Se EE RSS SS 
My top five programs are: | 
TITLE VOTE OUT OF TEN 
Bi 
- | 
2 | 
| 
É | 
4 | 
| 
: | 
ODE OS a ad SERRA RS RA UR 3 
My top five favourita programs in descending ra | 
are: 
| 
TIA EE PRODUCER | 
| | 
2 
3 
4 





| 
| 
| 
| 
| 





INEESNNTANE LO] NTAVE 





And you thought apr 
vou'd seen a Karate game an ask ataris at ONLY | 


As you know, llke the Martial Arts, Perfectlon 
Is the only accepted standard, so play nothing 
until you play — SYSTEM 3's — INTERNATIONAL KARATE 


SYSTEM 3 SOFTWARE. SOUTHBANK HOUSE, BLACK PRINCE ROAD. LONDON SEY TEL: 01-735 8171. Ex. 68 
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You should by now have read our review of the excellent new game from 
Vortex which stars a team of droids — or Vortons — who trundie down-a 
very mean street indeed, shoving an explosive device ahead of them. À 
CRASH Smash, no tess. | 

Inthe game, you have to control the lead 'droid, whose jobitistoclearthe 
road ahead of hazards so his chums:can follow through without coming to | 
grief, Butwhat ofthe umwary motorist, who might wishto take his 2.3 
children outfor a Sunday drive down this perilous pathway? How could he 
cope with the extra hazards posed by piles of boxes and barrels, mobile 
mines, lo-llying hairy laser bolts and beetling robots? 

Well the simple answer, judging by the scenes we see out of the CRASH 
office windows of a Sunday is he couldn't (yes, they make us work on 
sundays too you know... none of this civilised perúsing of the papers 
followed by a quick listen to the Omnibus edition of The Archers enjoyed by 
minions on the London computer magazines on a Sunday for us lot you 
know). Às we slave away, manie motorists zo0m up and down Ludlow's 
well-signposted one way streets, in carefree abandon as the local traffic 
warden has Sundays off. 

Talking about traffic wardens, our Ludiow man isa right loonie. Threat- 
ened to biff the illustrious Kean the other day as we sweaty minions 
attempted to unload five thousand magazines from the back of alorry. The 
fellow's quite touched, by all accounts — something to do with the lack of 
sun or something, but every lime we try and unioad magazines, up he 
storms, throwing wobblies all over the place. (The Yellow Band traffic 
warden thatis, notRoger 'Thelllustrious' Kean.) P'raps we should suggest 
that King Street should be thescene o! Highway Encounter Twoto the boys | 
at Vortex. Failing that, we could try and knock up our very own Yellow- | 
seeking quided missile system for unidading days, 

But enough of this aimiess wittering, on with the competition. 


























For douyr insiruietizaonda 









SUBSUNK Adventure with Graphics | SHORT'S FUSE Arcade/ Strategy | 
Trapped on the sea bed in a scuppered submarine Sam Short secret agent versus Boris and his bombs 


DON'T PANIC Arcade/Strategy DON'T BUY THIS! Compilation 
Amusing and challenging, a game with a difference Five ofthe worst games you have ever seen 








FIREBIRD SILVER CATALOGUE 016 BOOTY Arcade/Adventure 
SPECTRUM 1EbU4BK Twenty holds full of pirate loot N di 
006 AUN BABY RUN Arcade 031 SUBSUNK Adventure with Graphics dd Um 
Multi-car cop chase and shool-out Trapped om the sea bed in a scuppered submarine N 
035 DON'T PANIC Arcade/Strategy 33 THE HELM Adventure Na 
Amusing and challenging, a game with a difference An amusing, styfish text adventure 


036 SHORT'S FUSE Arcade/Strategy 


SERPRO Sam Short secret agent versus Boris and his bombs 
008 VIKING RAIDERS War Game 037 HELICHOPPER Arcade 

A test of strategy against fhe computer or friends Fast and smooth multi-screen action 
012 THE WILD BUNCH Strategy/Adventure 040 DON'T BUY THIS Compilation 

Accused of murder, hunt the real killer Five of the worst but funniest games you have ever seen 
14 MR FREEZE Arcade/Strategy 043 FAHRENHEIT 3000 Arcade/Strategy 

Six compartments, each tougher to de-ice Sixty four screens jo meltdown 


MAIL ORDER Re j | à | | BD 
Please state name of game (and machine) and TT | PF qo 
numbers required. Enclose crossed cheque/PO 
| made payable to FIREBIRD SOFTWARE. All offers 
| are subject to availability Orders are despatched 
prompthy All prices inclusive of VAT and postage. A 
MAIL ORDER: *“FREEPOST FIREBIRD, [| 
WELLINGTON HOUSE, ai do, 
UPPER ST. MARTIN'S LANE, 
LONDON WC2H 9BR 


E | = 
Fireberd and the Firebird logo are trademarks 0! Briish Telecommunications pic = 


E FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL. TEL: 01-3/9 6755/5026 






JHIGHY WAY 
ENCOUNTER 


ROGERS 


Producer: US Gold 
| Memory required: 48K 
| Retail price: £7.95 
| Language: machine code 


Our hero Buck has, up till nom : ' 
been forced to fight his way off Dm ai EE Sa A a ED 
the planet of Zoom from within Rrnsgoaiossfesan rodeia aaa Eat juta Pim io uid Nilo ii 
the confines of the CBM6A4. Now Rcc: PUT An pE==s= es e dir doi LA It MIO ni E gh Ru 
that's all changed. Buck is ready 
to grace Spectrum fed screens. ss li 
Buck Rogers and The Planet or Ti E La E Erdet É aj seten geE=st metateio Ei gl dah O 
Zoom, to give it its full title is a [ES E asda letal 
pretty straightforward shoot 
em up. The game is divided — 
accordin to the insert Es into 5 al ep teirictasçi=s prio ii sncoeiEgete, [Crie a HE AI: IH [HR Pal 
cesto iene seas |) LO ARM NI Mu HI) mi eo Il l ME Ru 


lt MRE | Maihigo o Wl Ei II II IF Oo Il 


o Fi Av Pl Mi in Hj 


| || MIA! tt IH diet od 

levels of battles. The first three Emi Pere Al cod prt | Eeteatis EE iu ei dj | Ii di IA Hi ! H Il E 
battles are fought across the ienes ie sigrrerter spots jo VOO DID 5 Eu ld): Huio IM, ul HI] Hj ibid Hi HI ai ar 
planet's surface, the flat part of 
which resembles the freshly cut 
pe at Twickenham, except 

that the horizontal stripes flash uti 
| giving the impression of for- ARS INT Abe Up SA WIM RE | ! "a jr 

ward movement. Your ship sits E RA ba Ho | no ie E, 


| from one lurid colour to another À Vivi Ato a E o vi E eo 
di 


in the lower half of the sereen 
and |5 able to move left or right 
and, to give the effect of chang- 
ing altitude, a little way up and 
ONT. 
The electron posts are a 
hazard common to the first three 
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á Rn, 60 / a 
EA 


EL 


Iohnny Jones, modern day hero and explorer 
extraordinaire, has finally discovered the lost Temple of 
Abu Simbel, built by the great Pharaoh Ramses Il over 
S000 years ago. 
In frenzied desperation he enters this secret world and is 
| drawnintoa frightening adventure, threatened by the 
Pharaoh's curse, in constant danger until he can reach the 
inner mortuary chamber. 


SPECTRUMA48SK 47.95 | 
| Gremlin Graphics, Alpha House, 10 Carver Street, Sheffield S1 4FS. Tel: (0742) 753425 —.,, 









| 


me 0GY 


A de 


battles. They look a little like 
rugby posts without the cross- 
bar but with wire hoops around 
each. The first battle has only 
electron posts looming out from 
the distance. Ten little triangles 
at the top of the screen tell you 
how mary posts must be negot- 
jated before you can reach the 
next screen. Round two requires 
the removal of sixteen triangles 
but this time, enemy ships count 
as well as the posts. Two types 
ofcraft can be destroyed: wierd, 
sproingy Space Hoppers and 
saucers. Destroving each loses 
vou one little triangle and gets 
you 400 points. For the max- 
imum points, try and fly through 
all of the posts because they are 
worth 500 points a time and with 
good reason. The third battle is 
pretty much the same but this 
time without the hoppers — so 
more saucers. These guys are 
unpleasant simply because they 
have a nasty habit of coming at 
vou from behind as well as from 
the front. IF you clear the 
eighteen triangles vou move off 
into space where vou must 
destroy a wave of 20 saucers, 
again a lot of the little creeps are 
snesking up from behind, Your 
final task is to destroy the 
mother ship, a pretty monstrous 
thing that must be hit dead 
centre. Not so easy while Tt 
keeps firing nasty little missiles 
at your ship. 

Now that you have managed 
to destroy the first mother shi 
you will be awarded an extra te 
to help you on your way through 
the next four levels, While you 
are avoiding fatal collisions with 

osts and aliens you must bear 
in mind that each one of your 
lives” has a limited fuel supply. 
No matter how well you fly, 
sooner or later your ship will 


€ This really is a pretty easy 
game to play. | managed to 
score 220,000 after onky a few 
goes, though | admit getting the 
maximum score by fiyi ng 
inda ALL of er pos is hard. 
ery 500n you realise that every 
level — there are in fact at least 
six, not five as the leaflet says — 
are all the same. The enemy 
appear in exactly the same pat- 
term each time, and pretty soon 
ou can line yourself up for a kill 
re the target appears. The 
vivid colours used for the 
display can get painful after a 
while. | didn't understand why 
the fuel bar was labled “time”, 
that doesn't make much sense. 
The insert that came with the 


| eb was not only inaccurate 


ut contained some pretty 
stupid sentences eg. 'H you fly 
out side the Electron posts after 


level one, you are likely to be hit | 


sts. The leaflet 


ce fg 
ais that the game 


claim 


became harder with each level: | 





drop out of the sky — so be | 
aggressive and keep an eye on | 
the fuel bar at the top of the 
screen. The Planet of Zoom is 
depending on you. 


CRITICISM 





not true. That aside it's not such 


| à bad a game if you take it for 


what it is; an easy though play- 


| able shoot “em up. 


O Buck Rogers is the sort of 
game that will be played for 
scores only, à little like the early 
arcade games. The graphics are 
bright and neat but nothing very 
special and do tend to flicker a 
bit. The game is playable but not 
really addictive and | found the 
Mother Ship to be something of 
an anti-climasx” 


6 “Who remembers Blade Alley 
by PSS? | did a CRASH back on It 


| initssue 15. Well this is essential- 


ly the same game, all US Gold 
have done is to get rid of a few 


| screens and change the graph- 


tes a bit. The shadow under- 
neath your ship is a nice touch 
except that it does not change 


| Size when the ship moves up 


and down. Another pointwhich | 
found strange was the time limit 
which is referred to in the insert 
as Tuel' On the whole the game 
I5 very easy, 80 | presents no 
challenge and, as we all know, a 
game without a challenge is 
neither addictive nor plavable. | 
really think that US Gold are 


scraping the barrela bitwiththis | 


one. To the best of my arcade 
plaving knowledge “Buck 

ogers' was ahways the Empr 
machine that nobody seemed to 
want to play. 


COMMENTS | 


Control keys: Oto PandYtoT 
left/right, 1 to O and Ato L up/ 
down, £ to Mto fire. 


SPECTRUMA4SBK 


BUCKRO 





Joystick: cursor type, Kempston 
and Interface || 
Keyboard play: very good 


| Use of colour: a bit too vivid at 


times 
Graphics: neat but not 
outstanding 


| roseta good fire sound but little 
else 

Skill levels: 6 

Lives: 4 plus extra given 
screens: five 





Out in space amongst the twinkling stars, blast the saucers 


and watch out for the Mean Mother Ship. 





ILURE 
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02 2000 FPF Fr 
soe id 








Use of computer 80% 
Graphics 75% 
Playability 82% 
| Getting started 78% 
| Addictive qualities 65% 


| Value for money 








GER, 


ZOOMA 


General rating: neat but too 
gasy for the experienced 


66% 


Overall 67% 





sa 


“a vd 
a 
- 

* 


E 


| 


Before your eyes your friends, your family are 
rendered heipless, transformed to lesser beings — birds 
and mice - by the invading Kremins. But by a cruel twist of 
fate the transformation leaves you with the body of a bird but 
“the brain of a human You are the last a 

chance the human race has left. f 





ON THE COVER 








Book covers, magazine covers, cassette inlays, 
advertising posters. . . they're all grist to Stuart 
Hughes artistic mill. He's been involved with the 
home computer industry since the early eighties, 
when he regularly provided cover artwork for 
Popular Computing Weekly, back in the days 
when it had a full colour cover. As a result of his 
magazine work, software companies began 
'phoning him up, offering commissions.... 


Following a Graphic Design 
course at Norwich School of Art, 
Stuart Hughes took a job in his 
home town of Liverpool, teach- 
ing art in a junior school, Within 
a vear hed worked out that 
teaching was not what he want- 
ed to do, and in 1975 he moved 
to London to take up the craft of 
Hustrator. 

Stuart's first love has always 

en Science Fiction and 
Fantasy, and he produced 
samples of his surreal work and 
trotted round showing them to 
people. 'Very good", they'd say, 
“but we needa pictureofatank.. 
.ora picture of two young lovers 
gazing into the sunset”. Draw- 
ings for such magazines as Hil 
and Fab 208 helped pay the bills, 
but Stuart didn't fancy illustrat- 
ing slushy stories for women's 
and teen magazines for ever. 

He took a part time teaching 
job, and concentrated on getting 
together a portfolio of Science 
Fiction/Fantasy paintings. After 
a couple of years, he started 
doing Sci-Fi book covers for Pan 
and ura, and his agent sec- 
ured some very well-paid work 
for him — remember the advert 
for No6 cigarettes ... the two hot 
air balloons? Artist; Stuart 
Hughes, 

'After a while, that sort of 
work, although lucrative, be- 
come a bit boring', Stuart ex- 
plained, “and | was ready for a 
change'. And so Stuart Hughes 
scampered off to San Francisco, 
where he got work in a shop 
which sold cowboy. hats and 
boots. Soon he was offered a job 
in a camera shop, which was 
owned by the same company. 
'Being British in San Francisco is 
a definite advantage, Stuart 
explained, “the locals tend to 
work for money rather than to 
further their career, and 1 they 
fancy a day off, lounging on the 
beach, they simply take it. They 
tend to get a job in order to raise 
cash so they can go off and do 
something, and once theyve 
amassed enough money they're 
off. | had the conventional nine- 
to-five British attitude, and the 
management loved that. Two 
weeks after | started work in the 
camera shop, | was made 
manager! 

After six months in the sun, 
and with a budding carser in 
retail management in front of 
him, Stuart decided to come 
home and carry on with illus- 
tration. And walked straight into 
the recession. Undeterred, he 
began doing Popular Comput- 
ing Weekly covers, with another 
artist, lan Craig, and soon soft- 
ware houses started ringing him 
up and offering work, “It was 
incredible — in 1981, at last 


people were asking me to do 
what | love doing ...' 

Tim Langdell of Softek (now 
The Edge) was one of the first 


people to commission Stuart, 


and has become à regular cust- 


omer. More recently, Stuart has: 


done the illustration for The 
Edge's new game Fairight and 
the ção package The Artist 
(look for the adverts!). Artic and 
CCS, as well as Interface Books, 
Addison Wesley and Sunshine 
Publications all commissioned 
paintings from Stuart. 

'A couple of years ago, soft- 
ware houses were asking me to 
do all the design work for inlays 
as well as iNustrations, and | 
thought about hiring designers 
and setting up in business. Then 
| realised that if | did, | would 
become a manager and it would 
have detracted from painting. | 
gave up the idea, as | realised 
that illustrating was more im- 
portantto me”. | 

Nowadays the computer book 
side of Stuart's work has slowed 
down a bit, and he's beginning 






to work for Sci-Fi books again. "It 
pave more, but | find the work a 

t more restrictive — | tend to 
get a tighter brief. I'm happiest 
when I've got two weeks to com- 
plete a painting and can do 
pretty much what | want. How- 
ever, the people who let me do 
that tend not to be able to afford 
much... 

Stuart usually works in acryl- 
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ics, using an airbrush, and 
sometimes works in oils — but 
an oil painting takes a couple of 
days to.dry and there usually 
isn'ttime for such luxury. Clients 
tend to want finished artwork in 
ten days, and Stuart likes to take 
a couple of weeks. '| prefer to 
spend a week working on the 
rough and sorting out the ref- 
erencing and then another week 


on the painting itself. | can work 
in parallel on à couple of paint- 
ings, bg finished pic- 
ture every week... and my rec- 
ord is seven illustrations in ten 
days. That marathon was very 
rewarding financially, but it took 
a lot out of me”. 
"My main interest lies in draw- 
ing people — so few artists can 
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paint people well. If you try to 
make up a figure, it's very hard 
to prevent the finished painting 
looking like the person was 
made up. | take a lot of photo- 
raphs of people, which | work 
rom — for instance for a hel- 
meted pilot, | took photos of a 
friend wearing a motorbike 
helmet, which | used as the basis 
for my painting, adding details 
to make the whole thing look 
futuristic. If there's a lot of pers- 
ective work to be done, lhave a 
rend who is an expert in Tech- 
nical Drawing and | collaborate 
with him. He will draw out the 
perspective for me — hé under- 
stands perspective much better 
than | do and takes a couple of 
hours tô produce an accurate 
drawing whereas | could easily 
spend several days producing a 
less accurate piece of work”. 

“Every painting is a challenge; 
| almost work myself up into a 
state referencing it and then be- 
come hyperactve while [m 
actually painting it. Once it's 
complete, | need a couple of 
days to recover.' 

tuart has never really got in- 
volved in computer graphics: 
“After a couple of hours at the 
computer, | tend to get bored. | 
find it's much better to produce 
a piece of finished artwork for a 
Ioading screen, say, and then let 
a programmer put it onto the 
screen. When you work with-a 
programmer, or directly with the 
computer, the finished image 
suffers because vou start off 
with restrictions”. 

While Stuart Hughes could 
alwáys go back to what could 
have been a very promising 
career in American Retail 
Management, it would be an 
evident waste of his talents. 
What would he like to go for- 
ward to? 'One of my main aims 
in life is to work on a Ridley Scott 
movie, such as Dune. Ever since 
| saw Blade Runner I've admired 
the man's work, and have been 
totally influenced by the 
imagery in the film”. 

Are you reading this, Ridley? 
Get in touch with the man, eh? 
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| Imagine Software [1984] Limited «6 Central Streete Manchester M2 5NSe Tel:061 834 3939-Telex: 66997: 


NOW ON THESPECTRUM TOO! 


Eq IMPOSSIBLE MISSION. 


au the critics agree ... Impossible Mission nas a unique place amangst today's software classics. 
Super graphics, Sy' ihesized voice and original game concept will keep you coming back for 
mote. Already voted “Game of the Year” by British Micro Awards 1985, lt is surely destined to 
besome an all time great. Are YOU ready to face the most impossible mission yet devised??? 
“Outstanding graphics, sound and amazing digitized-spesch- ZLAPLIA 


Epyx Products are available at computer stores and 
selected branches of JOHN MENZIES W.H. SMITH-BODTS- 
esmo, WILDINGS: WOOLWORTH. 


TRA 
REA Sa COMPUTER SOFTWARE 
U.S. Gold Limited, Unit 10, The Parioway Industrial Centro, Hengage Street, 
Birmingham 87 4LY. 
Telephone; 021-359 8881. Telex: 33T2BA. 





